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(ft& wa a ft a fa scftrftitt mismm, b 4> w h 

a fa -:a ftft(ftdisttift 5 (ft, ii?«fre(nt;iais 
ft W fa * 'it . »f W ft SI S ft 7 ffl & W It fa M illi. 
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igjij r & ft’ftik 

tit&. +#il*. 


tb. ita<n-te^J3- 
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m m * ra ji i m, at a m &w\m & m m w m $ & & w. p p s $ * &. 

&%tmmtt. (1 £ 2rJOT njo 


psEJSFMifcftihjg. 

n^ik, &&&&&%%&&&&*?, £#jmsu&^ 0 

















oiv 

e+. mmmwtfi&H 





rtflUBWai k. ■*.!& ,03V fJWMagicwandC ®.*t#XW 

msfege'j sfifiMesc**«tfe. « 

si ^ffiM®. tiwwsiitfaA »e.«fiitm'»!ei¥iwwflSfe. ham. xsh* 



Multiply (E>t#«) . 

«ffl. »tiM'tt/y«!±a,. its n.itfttWvfia!h - 
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^Ertio 



21W ifc + Jg'hHilfti (tttfcttCtrl+A) . |J'Hue/Saturation (feffl/ffifp/t) 
X>J ifi (tx i tit tit! Ctrl+U) , P$ f£ i® ifll'l' ft £ ft'J t& fn . jlt^h, Pi [ftl 
'KlWJtH J'-frift Brightness (HJj/£) 
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22V fl&xr&fi'hBifu. 




23v i"i tf« h : j ® w 1 j rai» $ a w $ ijima. eg 

@«ifcl!ffiK-JHT'T 1 --. ttJSM. 5tSSitfc ffiJsttTrMlFjfflJRiPim-' 

JtKi-. «B«'l>)tfc0E. tfcJtMiiPitii!), £(* ««#*#. 
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wh\ i Ol &m i : -vi-rii-' j u vk &» (i.tzm&k'V, *}& 
^y'&m&rmjjtezwvw, k%a 
WfHjRTWfiJ^hi'. 4SlffMfeW«fe#K, )\ W& K*. 




& F*. &&|n| 


tt*. 


WM. 


stsi. 




















29 ^ TJ 11 J /A jJj & , it ft iiai iti i'i-j Jg {* & %. • ij 
WSStiwMaWtktSfjifS. 4m&8L. ifflil 
titfetryt, mbit 

U*!lw±o 



Fdb'THfcffl&fcttTitTiWj^ifti. $t 
M ill VJ ftiXM & & . ft. T- If SB ft £ & # ** 






attr hfetta. 

014 Bt H n 

•'a ft t.i^lH'J ik 'Mo 



32V ftJM^Tfr** 
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‘lift*. fl)Hirai®XW. 





» 

f[ • | Liytr 18 

* 

* | ^1 Ljv*' >« 

«* 

r| L*V«f 10 copy S 


*| 4 *\ ^V'»0 

«* 

[ l| UMLiL 

•> 

Uy«r 1) 

♦ 

. 

■3 Uv«r 12 

• 

H Uyvr f 

r 

] L.y*. 3 

--*■ A. BC. J -iJ H 


34 v ('uV'ffiffcb/fn'fidi Lfe, 


34 v 


35 v fa f: ffi m in t a. ± a m «s £ ® #si y « 

■•m. 4iimii i B®i>y 
■•;yn)ui*iy«is«t*. ffiwssfeB 
© »e *, a;i©wwin. wmnm 






















36 V v f6 Wl/fl 

h. iSftl-ffifll! 'j 

iss***. ;i nw^«k 







ft k> f£• waaittttffl - mwjitiais, 
K. tt'KSiiiiffill. 





Part 06. 





Game Character Design Master 
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\ *iK '-iSvt \Monstcr.jpg 
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£/«_Lfe. kit* 
»*4nPH0r/S\ 
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Game Character Design Master 

tUSSA 

i£i+ 

03 
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% &*mm 



WUi. ^M't’WtfLSAtfj®A* r-*#»HW- 

at&nH (BioShock) cl' Zif¥r. ) 

M W 42. « « 1 + iff—t * * ftl ffi * A rrt #l SS A. 
3 i£T««*w**. M<t, 
sm. it*jait-^^«wttg»A. $»gmw. 
mmmsr •«, 

aittb^»a>jipa#. *«M«wttSA. 






oiv HI#;« Ali ! J «• fl' 
0.5mm, 0.9mm lYj f I zilj 

ffl«. ftffMffi* hfll 
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03V <;-f JftWfSMCM. -f'jfli [-.fl;WHt'J[ini — iinj, 

BtJHBTWfB). XSSfcfr'itSSUwiwiKSSffi. ffitfeSiSill-t. 

0.9mm ifiWJSj 0.5mm W«626iatfMHfMM. & 

ttfciw. »xwttintfia(Ki«sg. a* 

g«)f&®6«jsiSBjwaaj^ai, ttjg^Aw^jjiaie. 
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€?! £ Photoshop 


o ik tit>i■ ms. w mmis, m itt -\ «&a*e'+. 
ft Photoshop t, tjmmmm. ««« 




02 vi 4 , t'rta. ffi^a(t ! JWti 4 >±fe*^j-F£ 

sitter. 

iS# Magic Wand X A (tttttif®, JS&Xrt) , 
ft m «S'+ &'* »ftfe 2 .S- MffJSWft. « 9 ij« 

»«!»«« k (ttaaa>. rhxawix^^w 
«&*. fnfeftwoaixfeEfi^a'hwa^F. 



03 v «fflafia«xA, ftftfeiftjatMEttt 

'■ia. ^TwnisGrt^a#^. 

■urn (tfetta ij). Btft shin a. $*&+ 

ffjKWikisJ jii SJBWiSK4' (( shm]+ t aw.)) „ 



(m.VL\*M'Mh KiSK, iS»—tft 


fti4K ((i Shift) + Backspace]) , jtP IS JjFf cj< . ft If] ft 

atatsKitM«(cwj + suftj+oai 


fta. s^aEBPni. 
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05 V ail l"r 5ft W. 5'tl® CMad Max)) ftilJgS, 

— iKfiEi*ftfj-j&®WJ*r. iiuTIS. ffl 

1 h JjI -^Wi Black Rock desert ik}j. "i W;, 

BPtt«awra>i-wffi^K, tkvafj^#.. rdvu 

m mm tw «. 


os v »%®mm)\mmin tsw*§&, «$ 
^imi‘tiiuiiiflifrt'Wtt. SnHasiJMfflJt 
iii!i«tt«W, 5IWftM@ai«+. Sitfi-'M*))!, 
III FSSStffltf-, ffij'lfifiJWiHi* I'.H, ««I*HH 

"i**. 

ttitiWJR. 




07V M'xi zft&M&&X)gr.&. l‘.fclf'fif:.C ll l]lln 

mft. rfn 

In it iftiiHlj Ifll if !*f I t /a, Jfl 'Sill'll Iflj flf) Hi ft! B . t £ 

>ii %! ill ‘6 BE Jj. a a ® tt! I IUj ft? Ili'l ini m . 
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k 




W©(ft Opacity ('f'jStel/iO 

n iff M »S 81! K feSiS tel m ML &. 


|nj 





± & W. S ft! a M Jj E .6 lit ft IW @ * * M 
iit. ^ihi 


<£> 


O 


1 _t&ff't. £ f- Iffliifii«|»aitff, i£ff 

w m § m & /A aai Hu- a* * « f* mm o rfr w. 

I.: £ H f¥.. Bfi I!'] - 4> ¥\ ffi. xjft & $ ^ mij ift ± 
feSk*. ttttBWMfltfci*. 
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Game Character Design Master 



a j t ft * & iit f j- fin a «s&. tt; ± a $ n e 





tfe. i FtiLSAttilfeJRlii;*, 

±few, tsatt.® 


SWJlLtA^fc. 



InjWSSAWtt® hfe. 



)ti®aS4ffliliiW* fcS#. l!|l 
ifilttS t»*>»M»l#l*A h. MMSi 


It K # & W i $ »lv. W ^ ,' M iB ± . 



























i7 V i « w « t»l SS AJ8 M 3? ® &- tfl Cl ti . 

# 



T-SKIKM. ttfifS&M 
A' I'-J A flr tt)IIW M*. ibTffrttHJ (ft M* 


tt&W. WCi tCLB-fttfij^lJiafeWini^tJitSl. 
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i9v £ IIJl"1 fT : <(■) /i'il I") t)LAfl<j/i.JBU tfe. _h 

fdim&fLmmimi-t +ma. 

tt. SJtKtfEH'l'. ft* 

|x«ft<j/ett tjK -J i!i£•$']'. wwffiffl'J'iaiaKffi 

IMlAAfKl. +tlS. A 

0 s!MfSiJ&««BJs, &*/*«&», «AK« 
rfri«!«!A. fl.ffi^sl£4n*m. h&W, ttfijfflffi 


20V fottSAffittATW-tfe. 

























23 v 'Y'-rli Canvas Size £ 'T'. I'llAift'HT' 

ifiJniffilYuK -J-. h&W£«JHtiJK -+& 
'j'Wti tm. Yt,i4ffr 

attfsurttw niijn 





k 'k tfe. 


26 K m k*. 

I-. MS. 

iI•W. &. 
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Game Character Design Master 



fit# Kffl, -eft 


28 v iV>v:tiKiiKsrjfmr, ii-t 

*£r >VWK'J-. kiMM 

Ji«*. fta»trf 

ib k, BTWiaaiifflWAri. u;i;ij;ii vxttnm 

ssJsw mm —x tt« kimm si 


>v. 


n, i'fwmsijnt**m ±, 




u ft- u tstm. m n h'i . Hf n H A X #: IK. 1 11. 

if (\ |¥| ® III! ft 1 1 1 +ff It- ft A Ui A Xl Overlay 


(«An> . 4ff <fe MtZPf .H M'WWfiJVLiSA I. 



wWifiittasKssw^j; k. 

tt si s ®ftt. f£itr &&mm k tmtii ofi 


wa. BPiatftSA. w 

SS ( S»J+ CWJ+ fj ) *a£-@, /icHiiK. 

uiJ&'i'iima&AftftMKw, tytm&tmm. ru 
Oeleteja, Iffl l£ «US IS *V (ft £ ® 9t . 




















































3iy I.Stt 

& KtoiSUSIS ^tlLISAWTWlfeliftHW. j& 
ffW«^Jta»iHW * M A * !&. 



32 V 

-1'f Itti'i Wi'ijini! Ifll 

Wr.f 1 :R'l'. 

mmr 

PiHt&aW©!* h. ifij 
Rj j T' i& Si MBlK )iK 9 <fl 
“fi'MtrttiXycsEiBii! 
m hi" ats, in 

a ft Hue/ 
Saturation ( fll / Iti 
fn/2) m >'('■. & Hue/ 
Saturation ( Ci+li / itifll 

/a> HHKfe 

■m-mum. 

“ftte CU. ftfiifiiMffl 

mm* 

fflftfti “few/teio/i” 
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33V 

ta, «iiBa»SJ)ani«i. $ 

*#lSA«t*»a* 5 . ffiK+Biea^ttaMiin 

ifc J'r o il.ll tS A lot £1111 • Will Hue/ Saturation <a 
ID / tfifd® ) A Color Balance HH. 


& Hue/Sa.uration ( atti / ttSfUtt) 1 1 1 * tlu]$af.5 

w. Kisa# Red <aa>. ««fi»>jeais. 

smsKtewn. 




«*?a h . sms*« s -w* s »# 

fiSi. StSA 


f'lllBJ 




tJ' JT Hue/Saturation (affl/i&Wtt) ttfiStfl, Colorize ( Crtt) 

is, ifllglMftlttWaffl. tfe-fni*, 'Hitt. ttK^ii®W*wa* 
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,36v wac##**, «.w.tw* k*a* 




*««m. &»iN* rtiflSW. * 

m rinttfnswirs, &j# 

mw^swwa. i mmnnA, «i\Aiwii&. 




iw«? ft m m ft w fit * . an & re ft & uni m 
‘I'MWEUinau &■&. 


38 v i*#W*H>IMfe«. 

imiktt -&*-. 4 ±e.%i«feae't>. ©• 
W ft ffi*#JAMS£. SHiWiS»#ftMa. 
w*ai»iss«is. aawifxsijAMitftt. fjgm 
iIIA&Hffi'fHif!ltW«-f+l")S. * 
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mm&Znk. 

SUstlt®., 


aBK&ttffllt ‘v&B 



40V a*|£&Tm&AM3kSB, MJ* 

'&&m 3 , nw as&fea. timm 
fctT&Kfft. aHMJF*ftttK#B 
'Aibsww. a® 

its W ffl] is s£ 4 a A, A SI tt« a.?:!. 

Hlfcttffl.W. 

3? is Si« ^ a ® tfi&ik. nns jt m w 

*ttt It. 


tt ffl a ifii r t'M'® / />M ffl V . 
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id«tfl.ISAM «ft!Stilt. tmKLHStltM 
'it IM$». iHi It «!i R ft * % ft fe » H X £ 
ftffiitt. *5. RWWil^^-WiL 




m m «« % m w taw *• «■« n 1 j tra 


* M 


W* o 


# 
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ii*f ft Kffl. t^H ‘ 1 1 Cast shadow 1' Fi; ill 

mm. ra 


Form Shadow @]I4 PW® 





»inii«AI<W: LMJtfetlH VA 




Form shadow 




48V fo#HKA«aitM«l*iSimaa 

’w im*E. maMurs 


W, W*gA. friitW. &ii!iifii±6m 


wen. 




Mia&AMIj# 


g»fr±«dt. ^iBawiao^T. 
miibmms. 



■ffiiaiffittsiiisja-4SAAi«». m-#m 

£i»f. 


Aft- 


I'ffiM'l'. 
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vis 


'tiWfflS'K 


5i^ -HJi. 

& Ok t&WfrM. mwimf£»s&&-*&. 

^MAc/AJh . HSRISlW Opacity C^njS^/S) . 






« * Ii»i ifti. tf St 'f W A $ K M W. U ti**?.#.. I'd Jt 4 1 S in «•# TUr 
•»«. A*A$. ««PiifiiW*:»!iS. ttiBHSWseijq^S. 
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,53v 

H# tti 

iE^Nwiift'W hfe i:ffc, 


\ IS t-' IX it \Roboi.jpg 






0 






















0 *£$|J Orthographic ( IE&IS1® ) 

* 

&SH1iE£ft!l<fi. JEXWI«/nattSiJ;« , l' 

+11 a $ ffi m tit w .. 3 Dit«» if. m «ti«i w, * 
SWft'i»«ffjfclftiK£ttll«, lii 

ft *t ft IS i® /fifciftitHtaui!:. ?I: ;|jij it: 

— )i jfii ® i +: M It \H (fi ti> iMi i'iiJ !&, it S; ffijj'f $ Ki iiHj 
1 1 1 fil) lift fft u)c ^ fit ^ fl! ffi fft 3! ft- tin ft +ti! <!i f!t M i )(c. 
a*»js^i«iiis:«i»ifl4«/s, RMits+u+K •* 
a«Witttr«»K. Sf J - il! ttt Mi *yj lift E ft< till ft (ft ill! 
ft-. SS^ia+rftHtaa. 


t ifii -k in * &mu i s a iii (l< fi 11.-:£ « m . r 

tXiiELtHHrtRI, ft-ffl. 






& 


-A. 

l i 


IM. it©-. 5fc£&'Ctrl+A M&Ctrl+T 

* IJ JF f 1 IiI ^ Ft? ifrj fl F - (free transform ) , /Jc 'K ffl H |£| \%L ( Flip 


Horizontal) • M&tiLttBfam&i, \Ki 

in&l 

#f/Ro 
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H'f. tt*8?m^1SWf4B. 



$a-es4t, isijiix-ua». 





IftAIMi' Ctrl+A. 
Horizontal) iii)A. 


Ctrl+T, A T MW (Flip 

wmtwis.. 


AJEifflWttS. 



05v tasAiHiiita^^e. w^smam 
tft/KAMWMSA. BJSISURK 
*i«jt (opacity) . tt^masAMttBw. 
ttftfflttfll®. #AAfe'S&W«J Ef£&*. 



A»«:a(ifm»SAWflB#ffi)g. rtiS • 
imte. I'n&amxiw. a-jfe 


k uE« a &tzmm. 


ifififliJUJII—s 


i*rfli£*!t!. 








07^ mvMntti&mmm. mm. vmu 

wsb> Ham&^ir 



'%Fm, ffm. &<£ 

u*t, ##!&*«» 





7c l A Jg ♦ ii* 




\ tft&i&it \Roboi_F.jpg 
\ 0 :£ iS it \Robcx_B.jpg 
\ 1% ;vSit \Robot_S.jpg 
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w >1 >& « w tft a * n a . i vi iiii a®«f« a ^a « 1*1 #i * w *u w. m& « 


l^i‘1 1 . ili Vii iIJ [t-J ^ _i }!.0&M (3poit perspective) , - 'Mfi ^.&tu 
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I Marsel Khadiyev 




% «• £ % — I ft + *S vK T Marsel 
Khadiyev.^ . 

V'lk. &£« 

M&mh, mit&TMgmtnms. 

&.it£i$£X, aTHrSHfeWfiXtt— 

ws-fim?. sisff 

ittes*. w#ttRWitiSE. 

itSJUS. ##*«. RWXR##KX«ii. 

Marsel Khadiyev f~~'7 3ds Max 

MMT-Scene Manager, fj f§* A ft] W 13M fife /S A 

IT* ffl. $2, 13 l t’ *1 % fife Group> Freeze > Hide Tf» itfc 

funk 

fife W tEWf ftffc£—fULftsfe iffli fH ft & «J. 

xftwfii, nm 

ft km&r&n&toiti 

«ie^J*7 3ds Max ^JSUSttAW 
A:» fuT £ A Ornatrix, ft A — 3ds Max Mi # TF 

Ivan &3-XAM# Shag hair AfeftA#. £ 
Hlf Shag hair “JfiM 3ds Max l*f£—UK)— 

MifT o Js A 3ds Max JF A & »J & & Jft4fc Joe Alter 
ftA&fe Hair j£&, i£AA#Efe { Ivan, Xl-ftfel*! 
Marsel &£ft?FA r-ft^^MAflfe-XA^ 
ftifo43 A Hairtrix ( HairFX+Omalrix) 


W Marsel 

Autodesk M 

{HXt Marsel Xfm#0[tK 3E^3E5RW4«. fife 

ftftfctt+AW«ANftft&t!£*ft. #FWA 
a/7o £lj25#£X, Marselft fell# A 

ftftft^+UWJftftftHife. #fifife«*-T 
tfrfc. f&ftffcilfeftfi7. ftjfttfftfe^Sift. 


* ifto-TSHtfHSo 

Hi, A'^CftT* l£i£ Marsel Khadiyev, XficM. 
ft it■##lfflJ&ftta&aa&Xffc. aft. Xform3 & 

ii^If^. ;triu*7FAii 

ffa 3ds Max fjIftW Ornatrix ^ Scene Manager 

■► tSACG^amemftfHI? 

ft* 

tfttimrtkrmm&jxmo «+wwfs. qj, 

fWftawmtt&-®3*Wfbii«. ±A¥Ht. ^ 

fife II Digital Media Arts ( A/#1^1—^ 

4k) , ¥4kJg#fenXft. 5fcft-ft/tMXftftX 

ft, —^jgj^xftitiiiR, h-a 

Ornatrix 

* &«smR2ikttM? 

W flrtl. AA e rtl Wtt*Tft ft 
fftftlt. xaua- tfWTife r.ftfic^aiiiw^ 

ffi: -&I&&A; ® LI HUI^JX 

ft a ft i* tt - ffr X f \ -:, -JfrffiXftGaftft ft ft 

it, »-^rffia»xftifefft^eaft3fe-few«c 

a, ftftft&Biiirwxft. 
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l^^kin ( Joe Kim, ) 




Eliot 4 jiWi LSSlSW 6i$:/Xffi5t4 ; .a 
iK» ftli Marsel Khudiyev tliiAvU. 4 R * ill hf ItJ 

mu. 

tatoatW (Everyone’ s Hero> (3T f-3 'M > Wft) 1 )ft 
IS. SUSS Eliot AlliBiilSSMMfeSf/EIS. 

(RyanJ OSS) «mAMftis)jMitSW*:, 

sars 

was. 

8£<i»s*Mtfcs-SM. #a. »mx. 
aing«®E*. m : * SH-mfj r » m a a a w. 


*36, 

A*W. a&&/Ki£. EliotSjiHil 

Miff. fiffi*fe«vt.6K. HJES. Wffa 
-traES^T. 

*■ ia»&-3fa!W)ssj*? 

a/A E I*■ W, 4' WW#BS 9 ** tK® 

tA*MW*. ttia#r*aaiB 

iMSi?*., *@EKk^3T^BW«-?+»iR. aA 

AMfftBff'JSfr FTS$W*{m. *aW Shendan 

college (at %¥){■¥&) saw. ttazftimi^aiE 
4hT4Ri*W. ro-W^pi^aiEttEIEltH. WW 
aas^«-T3Daaffls. a*56*SEAk*T 

raSWffJMaya. Ig?51T*tfflifiI5. &» 


jjts. as Eliot anfflisais. ati 
fr&isss 20 90 sa. asms— 

"J'WISS. W*T'»i:£JMtA. ISSWW 150 45 
SSMI. SSSISSIS. -S*AfiWitfcft 
■e 3c* m a n m2**js J5S&*g 

t>. sa^w*#ffi#o:i*3flMiwjejiiLiit«. a 
sttww&Bwmfii. fiwwsfiii wmiak. 

fftig, a#^wm-s«t3* 12 

WWW <Ryan» (SIffl.) Mff'JS. aiK*#fig® 

Ss£fflWift*-aE#i>i(A'S. #JiAMi!i9J:*fiJ 

TS^tniK, <Ryan» (J»S) ik 2005 ififj 

2.B, #Jnia^SCTVfltniaj(|f)i6'JS. #*.3» 
ffi-HSM*aSiBMlS. 

■► ISWiafflM CG/Game /'filllHS') 

3D*afi-SE*w*a. 

WK3D;|iiJSisa;i«*. ww- 

wiswrn]S7oS'hwSi&. it6/sw. fija 
as^Rg e tv s#h a as'jsMSfnw. is* 
#*#«. SaiE^S. 30*#.—IttfB 
iisism, wf»S3D*a**EAjrA. a* 

4)ji«©JS I.SS4'»«4>. WW. 3D 

s.as*®!W#'£ : ttaB!rA}9^. {a*. aaA 

a fiiasaiaiifiwww. 3 d **«&£*#; 

■► JtflTliA CG/Game « 

swaix? 

*36. a+33*-»asitaws;«0ir». h 
»a, *#B. to*** 
*»*> *«, 4DW. 

S(4^SaSWa4 J lO(ff}EtffWAKm. fiuKSS 
jfegftaswa. jfAEifeffiffiffivm f. 
ffi®#. Eilia*. 










ft Flagship IftSXfW, iS^ft^ffliK. 

JaBfSIfk. fd!ft:^»l^#iEft^ft:*-fiU-t. fti 

-#, »&. fflfi, 

SWKftftAJOSffiB. ±*^W, flUS#M^ 

* ffj * « M » a I'tf * JS ft * R a WIT-NS • 
KftStHi'siW^^, WfalttSHi. 0r«»* 
a-»g b«50cm*h*m«w fa). e*««itk 
S&±7Biil. »W@£BgBaT®8t'C,>ft®^*a 

B. ffiit 

AS-KsMWmaWAAUffl^, »5£W$I£i*e 
Jg, ft E.A. &*JS:#7- / HR&. JEiW/SJm 
j*=5ik. j®5ti§*iifxft 


I»l PC ft$6i»«fi<|{Mft_t, 

tftin. g 

■tjittiBiw. mm® 

I^HF-iWrtriS. #9JftW+ 

«iEftia-^ftA. ^Bis^Miaja^iikW+'C,'. 

'A? 

®US»ft 3D A 

fei wmatmim* mm. &#»« 

m&tfU’m. a«i. ftii«+. iummmm 
tkffiaMs, mttT'Vimi. 

* A CG/Game irilkW A, ® 

minima.? 

CG/Game / & >lkFjUg6«»S«tt A. Mil' 
ffttfi*W7«SK, /PKJtm*fWsw„ lift 
¥ , ±intt ! m.i*%xmmwMiikvm, £.«**- 
«3Daaw. ^ix®».«i5igxff«e, as 

«±a, m®%. *#*a* 
*n«. £ *i a b »* w m « r *. m a w * »f i . 



*■ J£*tymto CG/Game T'ilkjaHoI#? 

CG^i»«^«a;ftft:«SiJTffl*WSM. 

am/’** 

sisfflja. nf-Bi-mnn k. (mjixbox36o, 

PS3 5Si»« 5 FfttfN£Bft. KqSiHittaaW’SS 

SS. aSftti»T. 


mmxm 
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mmzif ( ZSphere ) 



iJOA±g 





2002 <!•:, 3D flWfg. SKZitM (High 


Polygon) 'IW. Sfli&itiK 

Jg'i'LkAXSXttil'Ki&iS. 8?*8i6flSAeSIi2 -if&Jfcfij'A'&ftt. 3WWfft 

zam (Low Polygon) t£f**««A. *WitA*SI. 


fM A • A i-i t X. iZ tl 1 A] [fll fill Li' ii it Wi 15 (Normal Map) ^ZBrush 

(Polygon) swi'b], im-MZ&m&mm&m. 


(High Polygon) ilBSfKl-WJlP ?(, JpStitiKSlJ High 
Polygon High Polygon 

fell)!. 'S'A. ftBfitJ/ifettWItl (Normal Map) /AUTlfSAfSr'S. iZt'ffiii 

m*. 


55 -A[fll. fifltt ZBrush 15 3D Ait LM-fiSS. High Polygon iStgtt 
Atilit^WrJlkSK. ZBrush ES-'bitill 

««<•»3d attuu ■ewaja^««Ta±ftsEHttav-n*wi<t 

ts a . -e -pj ra »• ? <t« ± «;=«. a it 1 ■ t ■ m u % ut n * « a w & a & «? * i« 
wt i ft •: . $ i* t 4 > Jin a st is Ei m w- ?s) * w a . m « r 2 a * f f j w « t- » s m. 
a »i a -a » wfstw e » # « a * «h ©j ft m « a . « * a it« w en ft 



A A OH fl F 3i L ft tC (Flagship Studio. C Hit It A 

D: ffc«> JfM&ni) xftTH^. WM^ATiM 
aitWi'r^tuK, tiiAATmf) 3 d aw-tt# <&» 
ZBrush)W®fflAft, -*eBW#!lkAiC. 

ffiite. SiSfflAK. ftftaii&ft-Rft-ttl*. 
attW. ««««■«(#. *f 8 f»JgAit«flm#. 5 p 

s$, ft a—A 3 D ait#. « 

£«ft-*«Affi. 6 . ^ 3 ^f+#JftAft. iigfgjS 
QBMft'lkM.lft. iA-.aJi«ia*efl < J. 

TBJttW<if SSI>ftjftA*0H. fa AismftJt 

fHS-T 3D fli&5£t£M«gAffiA*lltt. 
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{] IfEyfEfM 

4 < * m > W a ft as ISlINftft W 3d s Max. ZBrush. 

Photoshop. 3 $. -'N&SMt*:#*® 

ffMft. tfcfrl, 44tt&itS*tt4 I . ***64#^!^. »9Jit3dsMax^ 

Maya. 4ffJ4H«a«4ffl*J»#lS+*Hm i&JIJ 3ds Max. 

-£Si»»ST. 



®J4 < JSf If & >ll-t. #*£?f,'4 ZBrush 5 3ds Max Wl'ttd-fnJjJtff MK, 
ZBrush tj 3ds Max Wl'ftfti.fa]tS. FffiJl 

jaa-e. **as»«i»iiaTii*«f* < «;*« > w 

wnme. 

a*s. ±mmu 

at?. 
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mmzm ( ZSphere ) 



$J il Sphere 

02 



ZBrush fl\I Z J^c (ZSphere) ft ft 




li yfc » %>] flj Sphere Head Sculpting ft $& rjiijft f?l(ft Sk I® . fn FJ 

£ # *F *& ft! Jfl ZBrush ftflf- 2007 y ^#C^. '£ # U A f$ 

ffl Sphere #J ft 1 ~2 ft* ft. %Ltn^ >] & 7 — 'h 45 ^ “ Daily Sphere 

Head”, 



a*> 



Mudbox Sphere Head 













~T Sphere head Sculpting fftj 


o 



itfiEflj Sphere 3D lH\ X ftfr A*111 (Sub-Division) . #jftffaN 

^;ZBrush‘i J . Cube 

3D Sphere Hilt. 

Sphere 3D Wjfo, Cube 3D 


£fcjft High Polygon HSW* 

MJs&tfrigin Segment, SWMBSJi 

ttffl ZBrush 



it Tool i& 

Sphere 3D, & X 'ft 
[* fi'J^-' 

X Sphere 3D ^ ft* X 
* Tool ffi & X ft Make 
PolyMesh 3D ft tfi, 

PolyMesh 3D 
tyj ft* Geometry 

lMXfMll2 :#&* BP 
nT^Kiatf^'Jo £X 

fmiw* 

ttAlt®, ##£♦*£ 

fg, UPnTMi£tl<J^f* 

«^tWfansra»j3E 
te«&at-^*!iaaur 
WfiHS. tSMW&^5fc 

Ma^aa. w»— 

^£iJirai*lHX. 



mmftKMM. nmnmMo 

tbwaitt 

AMBJ05. 

^aa^ia^aaw*WpjS±. tn^sM. -a 



zBmsh eh, mrk**wmi 

SE^nsi5S5BtWiStr^aWtt»!lP 

#^.0 



£*£*«. USMBUY 
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mmZJ$ ( ZSphere ) 






J 


@f5t. Sphere %<*, AttlMAif. HMIM 

tarmiftK, Sphere%i*_t 

fi'Ji®L4iAfl'W«+*S . BffJS-WfciamA^WWM. #T. *N 



jfeM^sij F^a?F!i&. asisij Faaasw. smttfflw 
FW&-. 3 -ft* a* a. araww*)*, 







«»jaiAttMFS(!^-te, ww^iBiiWEr. a 

mm»m sphere 3D w*«>«H/)»jsF.my,Maw:. £«ija«ja«* 
*w. ymARftssMihmFmAfi. 



fss®. s*s. 
















Smooth (ttaa Shift) , fMS**!', lit 

Mesh *att£T. »*##wa. «j*jBB*K*«f!i, 


iuWffPF. 





Smooth fgK^ftiOirl'Jft -®. 

ffifJgllMiti AMBUSS*. Smooth SWJiaffTvfttta. 
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WII Move MJgigAffj[fit iiH . itA^SMBWMiraSM. 




d’fiMj Move IS A ft [ft ifif n[I/F:i .ftlf-t. ir'.Yi'f'ilffj Zoom in/out Jjj fie • 

ftffl Move asw 

AVu&twixsumffimmizr8.T. 



a w a « w a a ® & s* a n. hit 


o 




WK!«AteWJ!li3iJSffiilT-WA. K>\ ®*v 
mmi&m sc® n in «&#»«)&? 


ill A m m tfi fft A to 4 ± a W A ± # ft w 


a n e a 5fe «a r *t a ^ a ® a a 

"fti « K tt.ft A /Brush X ft. a 

«ffJtfl?»*IA*9-A*W. BIW^K^A, a# 
&1?«fAM«fnAMfftWrfl^«A. 



\3D fflfeiitS \ZBmsh_Basjc\ZSplwn:Hcad_SlepOIZTL 
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( ZSphere ) 





04 


liMfffl Sm<K)th «|*t|s|H|ltPEA%il»ri<J»ffi. 
uuHA. 4ts.M*)iiMove«w4'Wiw«!Atiri<jfl:*. m, 

» mm®.. arnffijamiSKWAtt^fs. 
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Move 


05 v ft r [HI fK 









































11 V -f'Jffl 'mmm*W1Uts h¥W#iatr¥ffi 


12 v 







\3D \ZBmsh_Basic\ZSphcrcHead_Stcp05.ZTL 


Part 07. ZBrush^Mffl 





























fSJZ AfMtMj mk. Zflt. 


01 v & Draw ( qj) ,-Sft'Ta. 

hmmmu. sz^wwwi&jitW'h^Mzu!, 

•PJMJ Move (|w,f£«lj) I£«SZ«0<J&S. 



02 . £ fit; aj a. *fzt# -ft $f «•*hit m fit tg 
31. & Adaptive Skin Preview 

Density ffl ft (ft, (ill |£l fifi 'ji 


bo 



/i: Draw S K 4/j M . 

M%m& o 





04 w +*xz*, BP «!£/£— 

toc fritf IH 



in/'ilS! 


£$$rto*-fr, #«T 

•&&Alt®, #£Z 
3$: 

fMZ !*» 

• ft * Z £* jg. 
Rotate/Scale: 

fii # all iMI «E Z # to 

;M'<> 
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Zapp Link SZBrushW—I'HCZBrush fll(T:WfitWSiiW .PSD 

«*»rs7zBrash z app 

Link iimtimmnmmmiiftmmi zb™.* m 

fiSifn#.zBrush 

ZBrush rH*S)Tiffiig|"IJIi ZBrush ## /f ffltfttfc. 



hllp://www.zbrushceniral.com Mi/], h 4K Zapplink Hif|., 


XK**fl=*««lT*. KPhmJt$»« Zbrush 2.+. 
£1£5 eJjE. A. ZBrush I 'fl Document sKUf 1 + . Hjmjf JtJ ZappLink Mf-Wj+fiT; 


jssm&js. 




©ja-'h Sphered, Him infflUHS. 

If Texturolmage Plane>Load Image S 'T 1 . j&ffff SftftUn. 



















ttc Wi rf h< W IV iJ»1 Sphere ^ W to \ if. Vi , ffi] j, i ,1;- Document iff] 
+ Zapplink CKJ Custom 1 fiefR, mfW 


& fsmto *fcJS 1 1 1 V- lit Customl &n . ft9B[J nj- jg(nj #jfy# B‘f to#i& Fo 


ZAppLink Document litlfefi’J/RuP. 
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Game Character Design Master 


fJfflZEjt ( ZSphere ) 




© 


Twain - 


A?inrw^sj. S 6 #a«jta«-tt 

f 1 ! http://www.freedom-of-teach.com M it 1 ? h A- ~ '/K A ft* Ift |/J f‘f| , III fo & 

it-ff -SMitf, ttill 

www.3d.sk. Mift'l'iafJITAU'MAtt&MftM, ASWWrs]nJW9JHS®W 

wjft#-#. mmzjuxi&xxmtm&imRGV'MMtiim. 

ft&JEAf+M. **&, #5t«fflZf|ifiili£tliA^fl-fK(, JSJgpfK 
KltjeBAttftfi. ffifiA j'iStWjTjffl, 4 TBM&W + , 

t'liiH'.V.toi! l.filfJtMs Ad-ffj*<fI-«5 1'!. 


^ Texture '!' ff>-A Import li'ffl. DtAVf IS PH It. illl^ffr A. 


















&Tcxiure *£4’. CropandFill gcffl, AMgtSK Jtfiijx 
<'l.«M > l : . toiwryf^. SS'Nfcft W&SM Plane 


Mimm -aw. 




www.3d.sk H4SW3SW, 

is. ffi*UWfld*DVDi»A***¥. 

I 

% 
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04 vtt«A« 5 fB nm. 

is 




AMffliSin I-zj*. 



05 v $L Document ^ 
i !'##&*« 
4U ft K \|, ^-itr Resize 

mu 


rflj Jd & Layer 
* Clear mi, *ftf&W 


MW ft* 


.K . 

ZBrush ‘Tft “IA" 
j & ZBrush + , 

I#!., & ZBrush 4 J . 3D*t^t£||fc$;*/ “ Lit” (Tool) , 
j ZTL (Z Tool) o 


& Tool ffite 1 ! 1 , 3D X«| & (ZBrush Tool) p! W Bfi jg $'J X ft K ^, 

^Ttt*Toolffifi+i4#*HJ®W)ttft, BPTOM 

ft Edit (ftfttT) , BpprjtAtt««ST. 




o 
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oe v ftfiU&AttftHtiWt. WtJttJSiEffi. 



07 

& 





ft ZBrush 4 1 ♦ *»JMZJ$, fcJ*AttW^»-^IMd:, &&^9£. A& 



179 




V3D ft fe it *S\ZBrush_Basic\ 
ZSphcreBody_Stcp()I.ZTL 


& $ ft £'J ^ 4> t iffi '% % JIJ A viiii, A ft ZBrush ‘t 1 G'J *1 Hi A f- 
^WWjATfc, 3ds Max fdc Maya fi'JU!di 

## \m ZBrush ‘fiatfftfcsu 

ZBrush &!%;%, 3ds Max & Maya A 3#;{ti£ff£M7o 
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\3D \7.Bru.sh_Basic\ZSphcreBody_Step02.ZTI. 


. 

&Movefcrf, 

j—£ME Movers*: T. «ffl£+#*6, tfJJSSflrittW 

; Move Move A £WJ. ii'i i i. M E • 




\3D £)fe?t4g \ZBrush_Basic\ZSphereHead_SicpOS.ZTL 


% m ft \n m m gj $ m m a out mm m . «r w 

fM£»£*4flAfcW3BlJr. 






ft A & & Mesh fi<J Jfc 
W A Mesh 

m m it nj w a T' # 

j£„ 

A ft '£ # & Mesh A 

Mesh tfj *£ ft & BP 
Olo 

• to JKBSMM Mesh *£ 

-{tiittf h 
—/£&fc3Lmf. hy t£A 
atfirUJE. 

W Mesh ^S. 
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mmzm ( ZSphere ) 


SSub-d Level l&S0TJ9t£iJ A 


■p 


02 


ftiMi. mi-w aw zBmsh 

-ft. ivftx. 4«fflzaE&jsA»#flsw. 

®«fl» K'C'^'t'RJfeiHWEitJP.. it 

#. 



#. Move*WJ, Wtt 


(#•?■ KM^MfejSfciSrrA) . 



& tt W Move 51« # All * ffl ± to I l-V:« * 

w. & n ^tt«a a * « » * a ms*. 





ttffiffl Move *«i]«AftM-T-»mW. a 

ttism##um. ttau. w&T-suBtkn, 

aasttwaw. * kishh^-s*, ts«Tfli/>v:a<j»*Aa. 



jiff Smooth 

•a. awT-vs-aa. 5m#«A#ito¥» 


saa. HW«*¥-«to 2 ri»i. 
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Inflate 

t*. 



w smooth mw&m&m, ims 
«W Move AS. *5 


ft *, n rift; «• ■t sa «■ jt- . 





06 V lifftWillJ Inflate ®WJ, 




AHI+ilRffJA?i. itfflAttMWifik. 





ttffl smooth left 

ffl Move m Wl « 8 ¥r + W fit W )i |n], ft ;* 

















tf&ttHJ Innate 




A«$. oS&MM Segment J&MWMW. Z AttflSSW, 



Segment IKS zs 1£SBi 


{S£, AiiA. Kffmffiffi Edge Loop 


tfa 


iffSE M ! 


Edge Loop 

{£ Zbrush 4 1 . Edge Loop h£ 4/ 3ds Max ^ Maya 4 1 (ft Edge Loop J)] fit ¥&. H \ T: 
Segment o 

01^ b'\ & ~ ^ Cube 3D t/ ft, $ f£ 

Polymesh 3D !$H*o |iW&£l shiftJ ctnj 

ffc^C^rtr Tool>Geometry>Edge Loop £*'#]. „ 


^ 02^ & tt((Shift)ilj Ctrl)^ , £ U [51 fft£fr'/t l ]M7 

ukMmmmo £« 

^ till ± \ Segment. &[] ffl 0r ^» 
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w*. Be ft; Shift 'j Ctrl tt. hMS&SU*. 

«*»MPJ6a6fi«Dl| Segment ©*USK£*H>!j(#». 


10 V 













Segment, &ll|^l/Vr>Fo 



tA fc*DVD£# 


\3D \ZBruNh_Basic\ZSphcrcBiKly_Siep()5.Zn. 







'IMi Tcx)l [fijf£ Deformation 
Mt4 K W .J Smart Resym ('M 

rgx«i) &m, mn&t; 
wnaiy^rawwxttA 

ft. 

U'lmrTrtfo, ffiUrtfo 

■ftWWM—*• 


MB **. H(V ; Bt» 5 fe 
fil* 5 fc ft W » # & ffl 

i& ''V » iflJ /ri f? l ]f J rtj Smart 
Resym (i&fS'Xftll) 

BP^r#i»£wanys£*'jiij 
B-ttl. jfc'tf. tfftHfc 
AU&SM -femifel$J53- 
ffl, >3 HM^£iafrX*ft. 


BPttft*&?g1^*tft. 0T 

i¥W. *£HJB^5ttftffi 

t\\mmw%L a 
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Transpose 

b ifrlfnj ^ tU — b Zbrush fft Transpose 



Transpose L1|J 'ft; , lit Ij] lit ft: H Tj ft? V fit *£? VS- 
W II' VS' 17111 = it ZBrush 3 •t 3 . '7 (si JlS H ft aIj ft 
*6*«#sE«IMI W*!SA<MJ»fc. ft Move/Rotate/ 
scale«ttt!oa)«. ft«a±»s!j. spans 

Hi Transpose* 

attsa. m& 

«ai^awE«. Bp«isin±*a. 

Perferences #■ ft Transpose h . K3 Mask Blur 
Strength Wffi. 


f£ b ift. lit—' h ft Move/Rotate/Scale Hi at F* 
{\ A Transpose W — ft. 


iS#T -JRwS^. -ft-Bl. RiftW—ftltl— 

an»tt#w=t-#awjHww««. atm*** 

»-:©iu*ft*ij. *«c 
n-fraAJIi Move/ 

Rotate/Scale fgit FftfiefTSlinE Rtff fi'JiliftljfttE. 


» »l«If? 4i ft; a =-ft IF. Bl rt * Ifl 4 ' IMI. ffi tt 

»*&. *»#««- mmtti *x w e a. 



01 v tl $t lit I III ~ /t. ft Zbrush '!', Move 
Move X«J6«ftft£:F|H 

itgR#. FS#Ki. 4Mi* 

4’> fi'J i£ ■ ft Sphereinder #3 fF. H' ft 1 IjE 
PloyMesh3D ftlft, -ft * ill ft ft tit . ft 3$ Hi 
M * ft- ft, ft lit Move a ffl, lit W ft fi'J as 4/ 

•*rftWltJ5tft>E. 



jfcwin*wwatt shm Sit. ns- mmn. »ftft>ttaMT«&is;. &t*£aj*ift 

*»--ftft ["JMftf. ros*4#asiist TftVlftm'ftiillMiEIIlW. 

immmih. nt*. ft h-fiem rtasfl-sjft-ft'MEii. aaftaa^aaw. ftsiwetn. 
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02v SKiSftS!: Hftft±#.aeft 

4»J ftftlUIS t ft Us 

W~ft'J'tt/S. ittii-fffi^jlUft. #}M 
*rfi'J*-&4)jfti»W^jft®ffl! 
taifWie. aftaw 

ffi ft tfj (»J 1*1 M -ft iH 158 ft *i 4(1 <1: m a 
if -JtMiHtt. 


(few**# . 

S* BltSftajf 'JSIjft0sPWT:M- 
;-MEMrtW. ft&'HEMrtWftSim 
jfc-'H'iEH. 




Q3 v ft 4j M fee fj /£ W iE IS EKM'grfeiE HI F*9 

^ SC. «S&SltSBP^jft1iJft«iT$*. 



04 v isftctria, n hifu Htfe^jEiits. 
ft » h f sc ft />v: hi jffi m . ft ± w # ig 

S SC ft HP 3) ft $ * to ® ft. iftf B ft «J i)i ft: *£ 5 

**&**«, iii w m 
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I'lillA fe-PJIIl Transpose i&fieiESSAtttfcM. ftifcffi'icS'JMj CropandFill 

m-ifsmtin. sets cropamiFm amtrFsm&A—xmti. h \»\w 

A—MSWgtSM Plane )<****£. R <«J«11 ;*!!/?• A Wfl CropandFill 

aiim. fttnasssmaiM+A. 

BDt+WAtl*^ ■&. 


Kit Alt fit. A |HI| t|] '-S (“1 it 

'V $ J t S‘ffi $<l PC W M 1 1 1 A f>/. V' 1 , 1 I. 

CF£ffl> . 


W A t£4S*38 H 

ItSfrfi* CFffl£> . 



scss«w. f>Twsa«aMKWKsw. 

ffi 5* Do« fiSISB W KS. W ft JIJ Move 
KA K. Kfi: Ctrl fit. 

«iasus. mismmaftm. winift 

smsumkis. 























03 * mmzm. 

ftitflUM??. iflj^T-f'JItJ Move XU, fSIgflatf- 

’t’fftAtti, i(?««swtfc@l. 4«ewae4 1 . 
uTWttll] Move UjlJ. a IT fit il.ij . f,¥ ff[ — Kffi'VJ 
(ft Mesh £ntfyo 



04* a«aa^MH*A#±w. wttAf* 


04i 


ftl!o W ft h '/Afib$¥#t& N HQ, /l : .T ransform 
‘f*. ‘V 1 -rfr Dots Display tic i-R. Mesh H\t\ 

VA ^a V 'J \ lB tA ¥'] o 




iit/il 


£ ft\°l&'/>$} 

tt 8 8 « fi/fi iA A ft 8 £ ft M m . K, 

*un* 5 iE*. 

flu. Wfc£/5*$fcbJI$r*;F 
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SSub-d Level 2*fflTT*55!iJTi®*i 
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it# KBA4*ffl>/»*t. w 

{t Zhrush 1 1 1 llls'l A (4 B5 1'!W. nT 

W#l« ACDsce “4fi^4tA««S” (Always on Top) 

im. wa;*w>m *tas, ttw«A»tiS4!w. at/##. 


(Mww. 30 .th 



* 




V 

» 1 

W 


n 


i / 


i 





01^ te ilsi £ IA 41 
Level 2. 


M 3d.sk 


)) til )14• ill Level I tie i ‘!i $lj 


02 v *jIII ACDsee ffl ««#«tt. 44 # A14 >1‘ 

w. r- mm m s . m is m in Move« w m.m 

iH«A»«'H. M.WttJF«&i*MR. 
WjK-^AWJJtS. &# 
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SnTffl. ##AtlttiEffi$6»*S*e, »&iWeAtt!l8«lM-fclS. & 

ffiffl Move XJI«KW. ffi*ie«A<*MtfcM, ftiIAtl«!#tfc^. 




«Level k, t **w®is. 

4a-ae4>. 


SRinTfflWiS. 



M 


if )±*! 


A»*««SW«»*«i. **&>Hf!AAIKl««. 
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^ESub-d Level 4£| 
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T*&»JTJat£iJ 


»It-iSAH4, &&-£8»JT. MMAWW 
IIM. ffi JIJ W *«'J & S W ff \& *. ill Move % M & * & ft & Standard sK 
Clay «iW]. frmmMAWkm-U WW»lll*l4t3S*!Sffi Sub-d Level 2 

Tistfw. 4 , startsii>a»j3. 

KHtttt8S#*g8J 3 K. WJt'iJAtfJM, MeshfBlSaA. ifoiatrSHSIHIt'JW, 

Mesh ftttli>('«;. Hitt. £&SI!$Ht*iJAt*fflUW. 

H4£K. 

Olv (£ Geometry Divide fttfl, & AtS:»-«»|flJ 4, ## 




it«aA»ait 
w. w/iiSW&eBiA 
J h: H 5 fc. 

tsaw*, wftA<*iw 
m&gifo. mm bin. 

tit it. mmt. $ 
WSteAMStiX, 

ftriciWKH. «;#*& 
»«ai«ffmw*Siij>t' 
maw-sHa,# 
e, *s&m#ame 

MlK.iStSft. tAA. 

“teffiiiitt. A 
fi&WriSA|JUn*fA» 
waw^ica. 
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TRE? 

• m m m bp •& m 
itHBrftit. 


(****) 





mwAH-mv 

*'IS«B^g«slW*SWa. K*»WUlK*«IMStlMla 


*3Wfflz#fflitA#tt«*«A#aii^Aff+ft*fiwax. -eft#j?«<na*¥*e mm . 
iti®¥sij*ifewi«aa. zBmshaft 

hwims*. zBrush*«!«;».«?*»»•»*& 

ZBrush 't'rcliSfft. 


&mv& zBtush «*)a»» w. »®««nw«idww»-i>. ?ta*i:ww(B)^«A. 

ontt'i - . o 
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nf v\ £ i\)i K ty} if) ffi m *ffl ft Wit ft, Kilt, K 

ifii WYfoHhty} if) ifii gp i$ ))w tm i5r, it a & r^j ifii v. n ui 

l y |‘ A ftl JIJ Edge Loop Jjj fj£, |<'i] A Itj if) ® #|5 ^ ira Segment, iftj fa ft |»J 

Vfo 



ttAtyjifjWlBV, Mesh 

un« a*iu v/o 


02 v & ttocjri) +;shiftj®, &Ayj*k%\ttto ±¥ap 
& ft tm%Ufa, lftfK£ffii£fi|S4K te Tool 
I^J Geometry # M ^ h * ttr Edge Loop fll, 
ffiJjll Segment, tj^o 



03 v m m Move 3g m . ty *3 M JF» fit tt ctrjj 
+ shiftjfti!, £ M ® if) £ ft £t !?< ft- u , ilx 

%te|ctrij + (%htfti^, 

km*. 



-W iJll JL 'h Segment, &J '>\ M ft , 

dj Reproject Higher Sub Div $c£Jlo 
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Reproject Higher Sub Div 


HSHftSiJ <\ »']■ PA £!Mt£. jitB* Wi giS[»1 f ijft5^ftj*lf] 

m*\ K. Tool M Geometry TM Reproject Higher Sub Div 


ffirfosLt. fJffljftSbflB, |V. JftMftM 

_ 



36El?J*IB^tt»J* I totfcST, «» 

Smooth *J*3Jfe§?«ffJlT± ftEtec 


'$ 3j Tool Eft Geometry 
Reprojcct Higher Sub Div f5t£. 


«iaw±itaa, A*ft?±ttn«MHt> 

»#***$, #fi#g 


05 v i»7# MS. h IS M/SJlj / Rcproject Higher 
^■r Sub Div Sjjfjfe£f£ff]£n jfc» T'J /li Edge Loop 
mmiMT Segment Jg, 
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WS^iSibpftSt, UP pf It @ S3 J ij ft (t<j flij g H 1 . 






Mittbit, Wnzi*l«iJA<*iWlft 5 Si£. & 

m®m±mx?A #«#*»«. 

##®$4£63d.sk % Freedom-of-Teach.com ftaW^M^aA'I 1 

ttttTAawtt^w##Sfi4. a*@tWffiatsae c f 3: fr*+^a®(i t )fix. a« 

A*^aaaw^wM, 

*3 3D*«i5*3&Mi -ff, ;fi©^J3KfeA»trr. 

ISH+AHtS, |TfflM3T«i1M#'Jlfl Zi**JtiJAf* 

ttS!Wlfc###W*. Wilt. 4n*SHW^>J ZBrush. 

*». **»«««. ASteffiMffl®. S®«»T«»c^t>WW*. 

AWf*. K WM Ji a. W 

-*immmimmm\tm--<x$iiH,7®%. x-wsm. 

'&£&¥*«$£. *#«5fc«f***&«, tR«t. AtSEWfiX. t 
». *MS8« »««■tofii*#®W*fWII®. WlUSnS«tt8c^« ZBrush, #4 
&«<&£».«zBmsh 
Bi ZBrush fftlSSl/Kf'. 
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&ZBrush 'f'aiTSHg W. ffiffifig® I 

»«fcJfc*!6«?£M56;fc. n*mm~+*BS}im)£ Transpose (Move/ 
Rolate/Scale) , TlfolfcffJ 


01 v ffl&SJ Rotate ASST. ftttClrltif, Mil 

MMkfatfim*. fi/ffliga. is 

ttctria, ««ws, Matt. 


02 k 

K >R, 4ji 

wwm iti Fiwdjiwiiawjswwtfaww«*. 
m a&Mismm w.ssim^ n m, 













t'l111 Move I.K, 


4$ AttMWIMfijd.'.] K 




JR*DM. f'W'StBtt'M:. onUSCMfl 




WIJ Move ®M»Ml*Ji?MM«l"J K/AStandard uli Clay ’EM. 

mimmuk, insurr*. 


ili| 





iW A. Hal gp ffij 
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07 % h s a m » 

^9 <rifc -*« 




»)§. ■***»*»& 
iatrfcEBiw. 



■V $h *7 WFM'f' 
fai 4>J U , £'J 5t — ^ 
Sphere3D % ft, ££ 
fat polymesh3d $] 


Tool (fa Subtool 
'I 1 , Append 




fc. MIMffaKfa-^ 




A' *!#*£?.& ffa. fa fa fiJj ffa i(-Ju faf^fajfit (Symmetry) 0 fa JF Transform Ifa Symmetry faj fit, fa fa 
tIt Use Posable Symmetry fa JF*£? ,&fa fafalfit. 7 fafa' -fa fit$Civ fa £)} JF ifa o 

{S&. tt&WZ BUG. 


aw 'fa«*A4m$(ttWv£. WWnzmmrrW' 3ds Max j£ Maya *wn Bone -W. 


#^JfflZf£, iitfa* Rigging Ufa AlSSfa ArfrJfaA^'JRfa 

ZBrusho A. Mesh A ZSphere fF«#/£(ftW.& FgHfrPMR. fa Mesh «fafa fa fa £ fa. 

frUndogffflftft, i^faMesh^^lHlfiJ^^irW^, R i) fH$ fit^ii Ih] $\Z.m (Fjfa& 1 1 1 . #fa 
zBrash#tt&matt«. Afafa^fafa, jsmfajts -£• 


M ZSphere Rigging & Sub-d 4 Mesh hiitfaHfa Mesh faHfajfc/K 

^ftu. i^iAA^A Sub-d 4 K(fa^65JlJlfaiil;Ff ZSphere Rigging #Hfa„ 

AiWtttfltHWS. Hm^^&fafatfjffc. ikfa^;££Afa]fa^M£ 0 

^A$J(fa^AWafafaffa. Afa M (fa HJl 1*1 B &tiiJifafafa (fa. &faffaf£, UMn$tJY^A#fafa 
WX YmftMMo 





f'JfflZSjc#ifciSfTRiggingj5, 

08 


KlMfJ Rigging, WttA4fc£&ftti£feliR. 




02^w Tool ffr 
Rigging 4*» $*■ 

ifr Select Mesh fll. 
i& 4 1 A Mesho #; 
Select Mesh £ fWJ W — 
-t* Delete Mesh ft ffl. 


Mesh , 
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& ffl is + A w 
IS, A (* M M * a 
fc. jtt M BE * nr # tt 
iS'l'. 

( Retopology |i£ ft ) 0 





A Draw ( tit 

a®) KA F. 


ffifliSIK SSWW, T-W 


ti 'T'-1 f i t'5 A §? i 


Jill z Jjc, Mrfr/jN. 




«5« 

ft-A Wj<r«, 


A- M-£HE|]£SeH«iM 
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M/0#ToolA<J 


Rigging *| J . ^ t fr Bind 

Mesh^^iatf itnm 


&T*. ft mm 

Move Rotate I . K 
#0 


08v mmiki&mfe 

yW a a m m 0 a 

Sii Tool i^J 
Adaptive Skin ‘| J #■ itr 
Make Adaptive Skin 

m, &£i&&&9mz 


fn M M o 






lW, Sub-d^^iJ^^fljBindW(Tool>Rigging>Select Mesh)fl<J^^J K« 
^ftisub-d^^$ij3itfjBind^, 

^«rA»wany#«*i»»T. 

& ZBrush 'B’AM5A i., 

Sub-d I h . ffo /ii M fft /i f UnjSl £&, Adaptive Skin fill Density fi'l l v IKM 
fcfflSub-d J$££| shift]i*l* Preview Mftf, 

jfc30W*to£*. 

AUK**#*. 

BP^Jffl Transpose 

Mid! Move/Rotate/Scale L j Mask. $]$£ 
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Part 08. Mif < : Jim> ttM 


Chapter 01. III? Retopology 

Chapter 02. £ 3ds Max T^c 

Chapter 03. UV 

Chapter 04. ZBrush 
Chapter 05. *£II!)]£[I] 
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. _ <ri . ._____ _ _____ . ________ __________ fn o nif^j 
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Ai r ®i im * a sw m ft a 
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06^KvffJ <Surfaoe+Symmetiy+Tuitx> 

'^Smoodi>fif*8S, JKttilf r 
M. -iS: ft i* Surface r?ft 

ssjs^aaffiitay-f. 
fiSMitiiflitiMa*. iitn-fnryjifiii 


Surface iiSSW Hip W«EM 


07 v ft a »aw; see, mm<&& 

rsJWNftg#*fi|*tSWew, infflfpR, 

ftM£a.ffilWiH®Mftfgft 3 F««ia^f ftJffciMiSJtft Deformation. 

ffl + WNft/AyRSriMffllSftS^igiftftSfF 

A. 7 Sia«JiatBTA»H»W»S. 



























































































-fy My Editable Spline>Retine 
Connect & ■$>. 44 W it & 

ffismaw 






R'YhVimmi 

&*#**««, aa«w. 


isl a ig mj w * w si «a ft » , 




10V W Mj Spline 56 1$. A tl ffl 95 W 
4fcH. ii.e?!EStJ?.AtiWNmii'/ 

^•rww, aa5feyctt*:««-T 

(Editable Poly) , »#, 4MP.**£ 

Mytjffl. 
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ft it % !& A ft (ft |S( (SCMtS 
J§. 


Wa-MMftffift. KSiJao/Affi'i'-iE 

(Sift. « *J ffl Spline at* W, 
.'■‘X-ll '.V.'t^. is l j Editable Poly -ft! 

It, ®HJiitt#5Sa!*fl}*$5fiJiR 


as® 

ffl Spline (ftftSftJIj’E. KSJSttJt 



&&I8.0&&. fams&l 
HXIV, ftiTH. TffltA 


ft«£T*t!i Spline fi'J4£(ft, 

fB a & G'J a A ft tf =£ W * 51« A « 






«!». ftdi'JftJ¥**SW. «ff]M 





r 


WAtKitiftOS-frJ 

atnw«a»*s^sa£ffltt. tfc». wnaiKifiiHKtJiftWfflm. 

{£ 3ds Max bK Maya *. From A Side ftlfflitilKjEttlPO AA. )SW«i#i£ff(ft 

ftlffl*. 3lfflA#fiifi*fl<iW>tW. &J5ttaW«S»SiS«4S4fflflJ. tfcin, ffi-Kiaifi'i* 

I WBaM-ttASlJiaffilS* 0 (ft From sS, Side *, I fftig 

**ri**«. 2 , ***** m&. as**, **aw#«w 

hW«. iW#a*i9StWIKi«r)B$tc*K*«AWfll*WW»^. «a. *Sctt*«W&S?t 

»%tsaa«(»iH. 

ft-a. i£#&j«mM*a*£Siii!®fli. *M**ffl 
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^‘xtr Tool [ft] tit‘I 1 Rigging Flty Select Mesh Jim 

Jim jfcltf, Jim 


iU&j^T7rc„ 

















Ji 



ft Tool ifnftffj Topology 4' ft .If Edil Topology KM. jltll-t Jim Mft 

®£ *JTrS 'MW .A ir-1 rn a, rffi z T -'KrfeMBIH. 



ft. Tool ifliK [ft Topology 'I 1 'Y'lli Edit Topology KYIIH'N Z J#£ ^hit— 

ZBrush W JB-PJII1 Zi£u7Wfi'Ji£M 

ft. -fiHWtfc&fHKi =-&ft. ZBrush XI&SttHft. 


z^iizBrushf mmmzmm®®*)&/»& 
*131. JftB«jtft<fei*Mft. SWftM 

fsr^iv, m-exmmBw, AAJfcts&rftsift 

ft. ZBrush tiftzi&mmm z mvmtjUfimMft&&i&£ 

iiJKMftjg. tHWLfttS.Ktij's], ifcW. *l« ZBrush 

ftm±EfftMI&. ffiJTB ZBrush w 

<sna P ) fijMftte 

a*a±. 







r«oi 



aas**a. tHKMcttiMt. »■*». «S!«ee-!'B*ftzi* i a^westfife i. 



a tv a m fi'j si it s ft «. tfi m & *s w. m w & h $ w rt a & £ ««» Ms m m 

—**m (Face), aieiW'MSW’it. ww. ftini'*as5tT«fMz 

m. 


&i)Mr Edit Topology ftffiJfi. Z 

ae,wiffliis#*affja+wz«, •££&!«*&*»&&. ^fiuRid^fcw 
wwa «*®4«K)£Kiee«b**»tsspi<r. «Hjzj*fc®fa*w. 
♦Sft £ M Bl IS bp ar&3t #« % W m £. fBJ§ft Jt<feftH±#* M«. 

e'JiESrWZJ*. 
















& «tsaMsastrtf m k< , 

» j® ts. m fs&ft&Mmmw&fi'im 


z turn, inmffijji' 



06V a^*iJAtlWBRS»W, 

& t: j Segment (#• itr £K| ft f ] ±5 ft g) , fg 

iff ft Fffi, 

iS't'Wz^^^LfiiWiaiia, fij'i'Zi# 

-^ZJSWfe*. 




WteiU—'bd&gsiMdfWzz 
AfKA—I'ttWWaa 


IKIHH. 4nR)»r>A. 
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09 v -'NfcH. frJitSrZJ*. inTB£ffl0pS. ffiJS^SBtsZJ*, 

T'%e ^ w ia 1 1 1 w z i* ft »*-i' ifs k® f- .6 a w z «. 




aTft;!ik+*tt#s«riS 4 >wz»ftiw-^, ros 

t-i-b^z#, #a&«aj«iai@. Hit, 


-sg®ffi* s * / iStra4 j w z 


(K £ m * » #T (S'+ H fe ® * IS * M 1} fa it « Z J* , 


»J»ft)f'«!UlT: 


©mhwz#, mir 

® ¥t->iM(i<jafezj#, ffiXitr-iai'i'^^. 
©¥.*T-^a«K{4*. #asEa* zi*. 

w. tfrf-TiT'mm. 

.£ Cu-l+Z «i^®, 

apor*tfiiirw»ft. 



















ii v Jill: Alt SW. h fBIzfttiSl— ■'i' “- < ihi. ’’j ) " , 

<rsii!)z«, bpbt^kwb!, z 




ttttAua, zt*mxmf£)a, «*iit«**•«£«#* 
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S£&K£ii£ZJ*# 1 i&, SjlttM z JJHHSM;*; 

fcfcin, d Move fKit f ( 1f : Rolate/Scale tgrt K > . 
"IW—'M'iWftiS <ZJ*) Mtt'S*. fifttfSf+aiCT. Snap (Live) Uj 
ttfflBTWffiffl Projection (««) S'tt, 

an?, as. a Drawer. &a shm, ab^sm*. ww 

asasitst'jsi -^>rwz3tsw, »®itta<jz«sn4()tt-fa , t’« 
&. mmm&% jgttTa+ttawz #£**«. 

«it«z #£*«■*>, z m 

mmwzum. * *.trM z n* 
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Move 1 Jlffi±lB(StoW^afcj-S3itk®ff. 
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, spline 

* Retopology 4MBffi££ttm0rffi£ttnfe& 

*n00r^. 



M > Nl*i-^£3ds Max Spline 

#o Spline &&*»'. 3RfflW£i& 

(fFjVf Retopology 

7&SWN&±$ISfltlS*&fl»JN&o 

ZBrush ft) Retopology aJMmttW r £^ 3ds Max r ]' 

ftl£i&^ 5 »**J#iettfia? 


sam^bie! w<£am&& 

3ds Max ^ Maya, &tlI33lJ!&lL‘t&. ffl W^AHW ® iFXft 

ZBrush ttaaaatfcfi. sa. 

M££ft!ftJ 3ds Max> Maya ^j ZSphere *a#:f£4kftj^s: 

JEitt o 









Topology ‘ j Adaptive Skin fthM, 








& Tool Adaptive Skin T. Preview A) 

ww*&»* , &fju: iiu uawr o 


m'& 
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26 ^ )}■ fn Tool h W Projection ffo Projection X/j ft&, MHl TP Adaptive Skin 
(ft Preview (A) , i^B'IsJcoT/. ^.,tr 
Adaptive Skin T(ft Make Adaptive Skin f£$R, 'Jif&R# 1 ? Density >ftj[n]|ft*lf] 

ftmwtjMWro v 

-#. 



27 Retopology fa, Kffl. Mm TB0&JH, h 

®IfeffJW0#4gm^M o 

ft if Density 37 1, ## Make Adaptive Skin &*21, Tool 

Mt&4 1 * “Skin” 3jTP3;[ft ETio f'rti Tool (ft Export 

M, fc£#W*obj:fcf*. 














SUMWKHXfXJi-'MfciSliS. BfUSttffJ&ftKSAM 3ds Max 4 1 
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uv ^fij^issaiJMEssn»& k±, 



a*s. £JR^®uvw, #»j)swuv, <□&££&*¥(&. & 

¥»±«#m«W!IW#Mt8.jB.;£. aSKKJSft'uv^Ma^^tstrech)’’ 

W#2.fB]Sitfr-frWX&. V£±. ffi—t- 3D )&.— 'MPffi. eaffii:IHWt«j#^.fnHS!([ili4 

“ft" #a “«*” 

a*. if.wTmzvtnifiwt. 



i2v «j«a±ri<j«ff 
' l ^tiruv/., J t r-ffi 

‘5¥#ft J Fls)-1'UV 
tt&±. «-^nrl'ri]!il« 

w. -aEMEfl'ttiaT. a 

«®*t uv 


ifi tfSH# W t£ rj) ift ft, 




&. MTfUVt. 




















































i4v h#$j uv/,1. RM&mmknukiBm] 




15 . ;.iy:ffl)ft#(Symmetry)ttaiS. UV, 

*53*1—£ AKIM M UV *aitrOT. 




\3D \ tf »H \ if *£ _UV\Jim_A_HandUV.max 
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Jl?FAttUV 


m*. ^ituv 





SSKiSWES#*, OTJB3Rffl«JWt2 uv (ft 

Ufa, SffKi#*Muv, faiWfiif^. 



02V &*. S5fe. 4nB9ff^. 
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£ftCtrl+Dffi£f}t. ft 

« T M & # W SIS *M> $ 


(Detach) 


04 . & + m?Gmm rt a w 
mmm. trn- uvasum, 

#* Edge Loop ft ffl, ft, ff ffi 
ifi4&4o ft-^iS'f 'tfiik&j} 


isi-aM^4t^gi!ia4'. 




ftfffTKft (Break) w7^, 

temmvmzmwm. 
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« UV * « S' I' ff JT- ft * fif U, » »J tti IB Relax By Face Angles, 
Relax By Edge Angles, Relax By Face Angles f]A, frJSUiM? - Jfctt 

sjfwmuv, 








fiPit DVD ;$ttt 


\3D ^f~,5§*8 \ \ _UV\Jim_PamsUV.max 




























































































\3D ft feii\ \ ***$? _UV\Jim_ShocUV.max 




VJD ftfe*« \ ***« V ***£ _UV\Jim_ISi.cnd.max 
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Part 07. ZBrush SfiijJiiZffl 

Part 08. mit<ixmm: Jim> % 

Chapter 01. lift? Retopology 

Chapter 02. £ 3ds Max "F^S: 

Chapter 03. MFFA'ft UV 

Chapter 04. ifijffl ZBrush Mm®yi 

Chapter 05. StHKAffl 

chapter 06 . um&zmmmmm 

Part 09. 3D ftfelttl 

Appendix . MiSisffl ZBrush 
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f'JfflZBrushJii£iJ£U] 



mmmm&ftk&m 

.. 

& /Brush 4 , JBSalJS£jBimttSW. WSififfl /Brush+M ft ft CfU 
i /Brush StSUBiStM a MftMiiffiffl /Brush 

I Mo 


^^5lB“K flSJH. bil$& Turbo Smooth /n, # A$l| ZBrush 


ft 3ds Max 2009 *. OBJ, 

OBJ 3ds Max, Maya> ZBrush 

#£##&>*; OBJ Afet^lt^AfiJ ZBrush l | J MJ*Hl7fo 



OPJ** 


>-fV' 






% • an 5 3 1 . r □.» + if -»3«■■ ,■> <* _>:.r* 



\3D fcg ittH \ **»# \ £**« _SC\JimS_Arm.obj 




























































02 k ft ZBrush 6*J 
Tool Bi 46 4 1 (ft- 
»ti- Import ft ffl, A tft 
S«W OBJ A'ft. 4W It 
ft A $S ZBrush ft 


Geometry # tt£ ft. 4' (ft- 
itf W Ik Divide ft 411. 


*f it m# ta »j a * % 

3. ftWI] ZBrush MM 

W. 

»jTi«seA». wig® 

a 

55*7. BWftjlfc. * 
ft a e*an ft «s »j a 


3 . itsutssans. 



HlHl, «-©ft5fe®S»* ZBrush M&WXAArtSftAti. . 4m»**ftj&* 


ft hififtAtieft'l'. ftftAWSKIMQftJitr A®5S£«fllK*7. ft K* 

sw-fijw ZBrush ft. 

iiff*«i«waHs^i5je*«i. Mia*. suMftAftam^si 

tFJlM?|l. itiXASCi Freedonvof-Teach Aft8ttffl. £«*. Sffft 

* 8 * #?:« A ft *S W M 4 H *» W. 



mamm&mm xusssm eaiiXMiM 

sta. aiiMW/S. 


04 v m g w in smooth ■ * ft hs ms w. a in w mi 
*fr waaatrMmttJ*. tawm*. tmm 
sp-iwttftjs. ssw twwi«scs.ci^$m®tip 
s*u e«. 
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rfb'JSI* tastStt, 


06 . KWfi-fiJIH Smooth iwi®i!£fr 

^ fDiwflni? 

fm, MM. fiij/SYtSfWWMJpSiJ io-»t+. 




ttHJl"]fTf/j 4 ta//ii. 81J1M1AHM¥®W 

mr>^W:. #iw¥»« r/w. sm -si* 


—iiaffS'iwi. &#■*«*, 


wants nns. <a&% 



ss m *t r m is a tt t- m it a. 

!siftl0r/K. 


aa»* 



Ebook How To Draw Manga : http://fineartvn.hlogspot.coni/ 















W Standard Brush iiuj 
«t'+:K»±Mmilit n i,+, 

wifaff. m\m'f4‘&-nrn 







































































































































































































































































fJffl Smooth Ill r-HUM:mum. BrM 

«»»*»&£. isa*01«i*. Smooth «g®i|«tf*ln4t 


a. 
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tv. £hiwm^ 



% H n ftlj n<J Focal shift ft I .'Jsj -100 
'Vt? &'/MJr - F. Focal 


shift 'trffl Mmmmi&itn 

it, ^ 

Focal shift & m }Aj |£| ft] ± 'h, iC 

am*. #u&, icfj’i^^, 


Focal shift ^JlfXfl'L 


mm ft -loo-ioo raj* ^ftR^-iooM. &m 
M*. # II m M 1$ mL £ *F ft ft. — &, iitlf't 

mrzik'&iimm'M, m 


Focal shift=0 ^ Focal shift=-l(X) MSS K^ffciJtB 

*W. ffilfftlfttt&Rljlt 

$*£« /i:i.t^Jfi ^^;|iiJ^H W. & Focal shift ft 

R3* -loo. 
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^ Mi ill 


mm^o 


82$ DVD Xft 


V3D amat* \ t*mm \ _ 

Shirts.ZTL 



&T00I [l]fe , | , » 
^ itr Load Tool 

hum'll Mi & 

*o 



& ‘I 1 P/j # A X 


H» #; Subtool 


‘ I 4 . ‘T 1 -1 1 i Append $ til. 

fuj m 1\i 1 1 > $ Jfll A A A lift 


M. foMflr*. 
















M'temftu oTW#PJAtlKW—iltii-J , v/,/Suhtooi 
master ff\ ft. \%Hi */j4t -RljftM• i£4 1 liftM, ft Zplugin & t* 4< 't 


rfr Subtool master 




Mirror Jijift-, -fie fl J ft ft JIJ -U£ ft iJj tit. • fjfcfiittB j^j^b "JiJIftMo Merged 
HBtfeiSflrttJfl, J «t Subtool 
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A: Tool iffitSM Geometry 'I' ill Reconstruct Subdiv Surface 

ftctTl. Subtool master ft*|£M«t 




L-H 


DVD Sfcft 


\3D ft Sit# \ \ *** _v.ZTL 
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f'JfflZBrush^t^iJ^Sp 





tE 3ds Max 'I 1 , OBJ Jttt. W f- 




\3D \ \ _SC\Jim_I’anls.obj 

































ft Tool B«4>, If- [ft Import M. fOBJ iff-. ft it Vi- A 

MZBrush*. JI JT Frame HUt. ft «ffifffi/£®ft--ft|Ii] 

-'t'ZUimm (Poiygmup) a. mmsftmtn, 

?±» a .a *, pjjjt ft & a m 7- m m » m »j w inj « a « ® # « a # & 




02 v ft polygroups 'I'ftilr Aulo groups fitfll, (■] f/titAiit£ft feito£ih 
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«ctfc Shift+Ctrl ViW f 

Mfnft. Subtool #-f& Split m#«j5|5ff 







y. iumamimm'wj;i 

&wn, (2-3) . 
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mi Smooth £«, PM »J £ ®J th M P3 & }f 'F ?f » 8 !. 











a*. ffiPfaUMfln 


mm 


ill ft FfBitS.**. (kUW.Attii f. 
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Standard 'SWWiftHi ^ 


@ttw smooth ««i], *mi(S0cMiifflJiaff s F}t 


fttffl, *« m « m ® w » n-f* w @ #, 



it'f #/1 «)a• i'* mm. m « m ± m 

tt ffl Standard « M ®| Hi * », tftj Is ft & 4 k M 

smooth irmm 

mz. 



































“ftifift UV tflffidt F. iit 
'trm.mik 
*«? ”.«##&ih]& --I'M®, 

ZBrush ftfl<J0r#4t 

»»**«. ft -#«*. 

(Swrssiiwjimwssiwe 

gffftUV) 5fe 

inHflrSx. iSSSStuvW 
K. B£»£t7»*liK£i4 
m#feW4ta. 



f 

\3D AgJMI V »»«f V W«* _ JSW Fi.uil.ZTL 



ft. Geometry ft. lift fl£ ft *BI ft 
£5 »J l> ffi In 4'- i ft Make polymesh 
3d ftffl. SftfttJ&bfc Polymesh 

uv^MWWft. ft 

awftrft f. Mj#aie uv sff 

SWNttiH^Hk Pmject SlJ»ISi]fB.& 
i5^JS**fem.S±. ttfts>*jin 
T. 


Ol^s ft Tool ftj Texure ft Ift t’■ 1 1 1 , 
11 ft Colourize l j Enable UV 
M T3! X4 fie. ft Subtool ft, ft rft 
Append««, ^gHSIIllJsK^a 

»*fe«tawitaasia«a » m 
ftft. 

MS. rrW-£frj/l¥-3££«ftft 
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334 





02 v & « z n» m w an ft m 

9J, ffiii ^fflWJaslaW 

ii'rt m >i h fflisjw an ft m »j (5 >. 


03^ ft Tool ftj Subtool a 3 . 
'*£? Project All #ffl 0 


04 , mm± & mmmz&m 

H 0 r 

u m & m iv 4* 

To 
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frmta&atifimziiiBtf 

m 


ft: Tool fKl Texture‘R, Tj 
Col>Txr 

h!i SC a Wifi) ij Txr>Col ( ft 

ScmMM »»*£«!»#&) 

^aawH 

irflJfelHlft*. » 56 *iifi— 4 - 

ra^K'tw^aaawffl. #. 

*Col>Txrftffl. I![J 'ifftitH 

&riUStaWB. 


WiffitS— K. Sfi'Jtt r=e 

'F K ff MSx r. a W ■«• it f;j 
#T'tn9r«5. K&'FSSHU* 
a RJiftWIS+^fM 
W ffl n< Scvm 

st. mmscwMW. zui 

fc. #-tir Col>Txr Stffl, UR nj 

»KH»sfiKaawifi. 





') 3ds Max Hi Maya T'l'tl. ZBrush 'I'WSta.WilfiJtiTMft 
W. Ktffcftj&lllff, 56# *Texture 4‘W Flip VS1. Jtiittf 
tfi I li tTfil Ih. iAty *£fti 3ds Max 1 j Maya 1 1 1 ll/rVj !ul < * I', t; „ 

ZBrush T'KHyiRt^WeftMJijftg. Jt^ii®#a'-5S:aWlfi 
+11 'I-H» <fli ))fig tli lit -%U IIIW. Tip -tw f-j(ca-a>Uf 
W T ZBrush 'ftWattSjgg. 
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01 V i£ 1 > 4 1 & W a a Hi l*H, 4ijJt # 
ill /m . ft Photoshop 'MjJF'i'. 


02 V i Jli'r UV a at Wifi 

atf« 


03 V 4: ZBrush + p>& f J' JT Mil t M 
X. ft , nr W # n IDi #* W UV iil 














































l J Bodypainl 2$ fW, W A # 
){] Projection Master ff\| clone 


Mo 




(W ioi Jlj Projection Master 
clone 
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fiSMfcAtfcflP.Wiffl, & Texture 
+ #■ itr Txr>Col 
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07^ ««*n 

tjr mz&mn&Si 
uvm0aimm&. tmtmm 

a#)ti& m sj smooth * m ±, 


Shift«, &uva£SWJi4 

»M. itirffFHtttffl. itafflrr 


>J\ e 




aaw±(Si^wM:ffl. * 





09V Uls. Sfi£-fflI«)R'+ 

•& w $ n St« w as. 

Col>Txr ficffl. # tiUfcfi&tt 


»h£StffiWB!, MITw. 




























Wf tfc $4 £ ft'l i*>j 'MS) 2E IRij (it as. 
Am W: £«J*<a& Smooth 


9i7. 


Kia. 4 ta 
i -M uv OimtHid 


la * 



mwies wm zim. sew-»;tthk»¥»;4-A^ 

*» uv Aft, « ®As was# 

SJfRFMfTO^SfW. Rfflffi T'-iti Col>Txr 4 Txr>Col ft'ffl, tf.&fMMjgife 

fflft- 4o±0nS. 86»#«T-»ii»8! uv #•#&»{&, 

■ama#»wfisimi?w. biwrjcuv aim »:»»«}'?-. 
AWA»»¥wgta.!iiAKiEPiii. tgifijtpu 


zBrush g®*m*stTseatttt. 
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fJfflZBrushJTOifflIS- 


05 


HE 3ds Max 4 1 * WtiL&nit. 


a*# 

#A£J ZBrush fr Q 




\3Dfcfe**\*f»*\*F»« 

_SC\Jim_Shoe.obj 


02 v 1$ & Shift+Ctrl 

titj 

i mm 

iff] jn >T J ilr Make 


polymesh3d &’ H. 



fj’ JT ZBrush, HE Tool l 1’ ^iti Import ^ A¥Wt OBJ jtft, HE 

Polygroups f j J l T l itr Auto groups Eli t? I. ¥ft$1'fa > 
























03 x Hj MJ tf 

fits 

mm&£ 


SMh Iflj ffi if? Make 
polymesh3d $c ffl, 



ifc Subtool & ^ 
Append 


&m, 

ft til * M ¥ fit rt ffi'J ® 


4h ftura/Tr/j;-. 


05 v ft Zplugin $ 'Y 1 
4» ¥• .1? Subtool 
Master $ #-. fj* ft 
Subtool Master T.U^iJ, 
Merge ft# 

fli fftl W U 1 1 1 £ i& Merge 
and delete extra subtools 


^ftft *&. #*)J|£ 
























J*vSTF*, tf5ta;Srig|sI{i|ip«:tt«i 
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l»J Matcap_white 

WI. n Jf iii m ft RGB 


PAsK., #ri.XM Zaddo 




& Color ffi ft +. 

fe. ty-fftFillObjectM. 










Alpha BA®tit 


&II ® JTt ']< o 














3SJ84 10 VJ. F. i4# DragRecI «M. <£ 
A ft iffl t$ ± fteAt) W FF. A «Jii «■ K * Ml! R1J M ®®. 





«ffl«HWRGB, ifiTvmi 

ni smooth mm, iSfrfJtita. 





®AtlWHW, 
A i!t tb 111 © it 


KR. 




08 V 

V -.fflsaii*, 
&A«3MBI»-h. T'tt 
Wttfe. itfiViffife, m 
faAfti 

wsiwasftifife. Hit 


tarni*. 
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1 'ii 111 l"j — !/K Alpha Pli'i 

IS. a^mf&S'JflWIS 

±aif«n. (ye, * 

sitisw 




10 . & 

'<& ifii. § ?fi ffi ft<j » 

a. roiHttffl-it&aff 

%t&. 4 nlS»fS. 


iiv ®*±i£» ft. 
if *J#,4iAtliBi3! 

rosroijc 

1514 j Flat_shader H lift, 

Snmffi*' 


















|nj CB_ 

skin H M. A #J 






I—^HSSEBSI 

\3D ft feats \^A3t 

\hohogranny.ZTL 



ZBrush ^ WlfU fli/Stt/l-: 3ds Max s£ Maya c t 3 1feSI WiMfPtti J(E, 

isw&K, 

■St. ZBrush WEK. StliiKAfrjgftttffl 

ZBrush M-'i'fiSMRH. 

*Hk3rffiT3Di£1£. iZttZ.mmiiti'Vi-iitl. 

?E4ta;iiKw®nt, »Rjre r rgb uim. 

MRGB MMSS^HW^SiJWa^Sfe. jnJStfjjtifj?yia«feW. 

^a.ffijrjFT MRGB^yjftg, wa!»(Kjw*gt^aifl(. 

*»j. iiiAfljMfctT, ffiffliinj*, %% Flat.shader Mffi, 

jfcWtt®£&*K. 
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Image Plane 


- 



ft: ~X ^ Sf D 4 1 , ‘ 1 1 X *t %., is \ f Projection Master, lit04lHl 'ffi 4 1 64 

frli£ “4 s Sphere tyj 
f4, $£ Poly mesh 

3d $j{£. ft; Texture 4'. 
#• * EnableUV, ft- ^ 
UVo 

AUVtiles 45 
ffl, ft! Texture Mft- 4^. 
#T iM — I s * 1024X 1024 



G Jf^. is If Projection Master, ft# Hj U 4 1 ' /A j& Colors, 
Deformation, Normalize JjJi H » ft-ft Drop Now 45Pflo 



ft Tool (friteft* n J 
W # J'J IA iA Singlelayer 

-^WSil Sphered 

#848*. mmm** 

ft Sphere .£ ft 64 ^ & 

& 4 ft£ft!iXj 4 , tfcftl 

Sphere, Cube, Planemo 



f j Singlelayer Ifflj ^ 
Xi'd, i&4¥ Geometry *£ 
$'JB4. XMH IP W Sphere 
Mesh £ Ifii Aj iA Hi! ffli % 

ifi'J! 11 64 Geometry o 
















Gja. & 
Projection Master ckf U 
X. #-ifr PICKUP NOW 
HI. iii Hi Projection 
Master © 1 1 /fi. Hi fft4“ 

AtiC<fto- HiJRij^ 

teXiWEWJiJ Sphere 

t, tomm*. 





<P 


m^- | j.. , -v.» 

MW -— 

* 

r. 


ir it - & £ ft St 

£&. <£&fGja, 

iit A Projection Master 

fp. as*n4 , GU£+ 

Colors , -MDROP 

now m m, m /§ & 

Tool 4* i£ # Plane X 
Z intensity jfy 0 o 



iit # *1 fe, /H Sphere 

Plane f*„ *£ $J [ft 

Plane 

Sphere ^ tfi] _li, in I#1 

ft fX'o 



nji|ii^| 
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& Clrl+Z ft « 

m « «ft. 

Plane I 11, ft Texture 

■I'is# -'/fc&a, r»i 

Plane iSfljft'ftogtS. 

ifli li i ft Sphere ft lli: 1 a 
® l Plane ft ft, BJ lii * 
flJ*WStJf.(Kl Plane ft 
ft tfc 9! ffl Sphere ft 

±. SnfflSfSx. 



» w aK R a, ft 
« JiJ ft 4) sE 8 e « « it 
T. 

rft'J Ha ffO Plane ft ft, nf 
W#flJ Plane ftftjt&*S 
ft Sphere ft h ft ftj sK 

Hfe«*UV !&*£&. 



4n±ffrj$. Image Plane#RL|&»*mi#lTfEj®$*, 

ra'f . 
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MiSisffl Projection Master 

fiM] Projection Master CM-. ttf 'k Si M W ¥i.Hi fl] A it; t$ S? _t. 

3D.SK WJA) 

01 . M.3D.SK till K|!a. M-rfi 

»*. mm&. ft ZBrush 4>. ft 

to 4 te wtaffl m a wfj t$ a±. m&ms %is s pnmw&& 

^*s. S#*ft<£®EKii|f#r«*£lt9i. ft 

Canvas size -ft. 


I 


02 . AWj$! A 


mi 

\3D$£ 


•ran 


\3D \ «f *« \ st if Wii® \ skm 
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fJ'TT Frame I/lfit- ft Plane inffitfrijA 

ftlf]iJJS«¥ Plane 69##*^Wfiajffl Plane H&„ 


I.. 




05v 3iMJft Plane Plane M{ft £ M A +11 hv.ff-lftiJi $ 

V Ifi . ft® 'at yJt fiE HJ Move M ® — ff-. ft< Hr ilfi IS I mage Plane tfl IB , K •]', 

mm*. 
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06 v ft <X , ft Projection Master fUt. #• ft PICKUP NOW 

ft Texture M ^‘M’-ft Flip V &fR, iflj In ^ 

ft Export , # ft i£M. o 



07V fiSrlRlfllSJffiffl&fefita. ffiJg&Btt. 

istr Projection Master, ft#ft (fttSf P Colors ^ Double Sided 

Jft. #■ ft Drop Now #cfR, ft:&X>| AftftAtftft fW'J[ft]iR fjfti: . 













1 


*. 



& Texture Image Plane tt) Load Image tfb&fa 





ft. Texture % 4 1 * 

MQffiTjko 


# * I mport i&ftkty) tfil fB5 ffr t'J tfil Hfl >V. 
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mtsta. 




iW/S# 
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^ f'Jffl Photoshop 



V3D fcfeii** \ ff * \ ***£ _ 
Shirts.ZTL 




•fj JF Photoshop. 
M. ZBrush 4 1 ^ 


ttiWfiyittA. &T-m 


#S: ZBrush 


W ^ lc -fi: Photoshop 

+. tEMittriiM 



02v i'5fetCvic003 ^^5lJvic004 ^o Sc Ctrl+A & £ &. vic003 «£ 

&Ctrl+V&^«, 

(Add Layer Mask) SctE, ft) 9 Mg ft. rfa/5i£#Mlil, 

J? £Kl oP ft £ 7F til >fv« inBEl^r^- 

















































































ISvicOOl it Mill vic002 ±, fflfi AtlWTSSSB^- 





»5ijjmffl@f^&'iffl>T-.4zBrush't i H»:affa*.iise^tB state®. 
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S&MmStt. vic002 4>. miti 
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# W±. 

sl-s. iin. m&±. 

4t flp - >' fjj wnwmw !&"&. 



07 V &7 'M . *g|J0B5#»Mii4f*«. ft 

*5t—4-aa, 


oa iv a- »jg k m jr a h- n a g.*i ase&*5[4 

fe. ifu Jn fit Sr Filter>Skelch>Halftone 
Pattern *#. («<i > *J8 > ¥iHffl*) , ft W 
Size ( X 'I' ) 'h I, Contrast ( *f tfc It ) 5. 

Pattern Type (ffilgUSa) % Dot (M&) . 





# /t: 'T 1 1 1 1 . J T— rtr Filtet>Stylize>Diffuse 

Darken Only ($l@tfc5fc) . 



"lmage>Adjust>Desaturate ([¥!($ > ill'll!! > 


i-fe) ” ffl*«aifesfc«jg, »mta f. 
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jg 0 ^ *4 I'lU, ft M £ r K Wc ft ft- Filter>NVDIA 
Tools>NormalmapFilter » 




Nvidia Normalmap Filter 

ft http://developer.nvidia.com M SA ±, nj & $ ft $ Nvidia 
Normalmap Filter® 





m hw ft * 4 # ft- m&mwi m 4* . 
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m m uv fw. 


01 v & 3ds Max (^J 
UVunwrap X 

tt't". H®#,Tiuv 

Template. fti-lVXl TGA 
A: Photoshop l [‘. 

mWJT#£l"JJn. 4 

as*e 4 >. 

Selecl>Color Range < 

n >e.*s«ii> **. 
ia»afee,»ff 





'Hi-MititUfla-t 


*fti hxff-wran. « 


HI Stamp XA, ii£ i P ;£ 
» 5 hS. UM'H/Wft 

tmmmtsuf.. -n 

-fjilkiaffttW. iml¥l 

ffr /A. 
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Auto Level X i$ $£ 
/£ ZMapper ^ X (ft Cavity 
Map# 
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«*■' a*-*, 
*62 

P • 

* ■ •?% 



€ & m m m & m a % 

Color Bum, $11$ X H/J 


/$; (Opacity) „ 



05 v \\ Jp ZBrush 4* ft*J 
Displacement map, ft Jj] 
Auto Level LA&tilo (ZBmsh 
4 1 X ftfj Displacement map Bft 


»#««#!> 












































































£ & n jg « # m % 

Multiply, US] ^ 0/] /j£ 


(Opacity) >j 80%. 



*0 Photoshop 4 J W & ^}' 

tamm 


7JT, 





a4>. (Copy 

Merged) IS. ft’!®) + (v)ffl cHiB. 

(iffl 

(a&miamv, 
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01 v 5 

st a. 



7h Photoshop ‘|', 

IT Tit-3* l #tB 


WStPB. 
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05^ fj Jf ZBrush (ft 
Displacement Map. ft| i& 
§3 /z! V& Overlay o 














































Ifr^/jn Displacement 
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m ft teamm m a tx m ha 

@9/5, t£ 3ds Max +. ft $£- ^ 

HABg&raA^-h, 

Brazil 

?5 ££: ^ Brazil /& HA: ft )%., rfQ 

Kim / Brazil HJftRAfflJftffi. 
mniti, m #JrMental 

Ray fil 

#T W. it* /5 it K i& II] / Brazil Vn[ 

http://spluttcrrish.com/st7WebContentyPressReleaseV2RioRelease 

Brazil Rio ft*. A 

Full 

it at ;.> 

UJABrazilit^SIA&f£HA®ft*/s. '£ 

mjmtn $xm m . ah# a &m$* 

*£ haih . mm®, mfk& 

jSMtfe, max 

I s $t1t: Brazil Rio lift }Yf }$ /ft. & £ >J 1 tl lli<i L, 

fflJS&fttt;!: DVD ttllftWiC#, JSSft&ftSI 

*n@9/?r^, 

^•J Brazil ?ti ^ !$ in fn » # Photoshop r | J 

i/“j 


\3D ftfeittS \ \Brazil ftgfcfMB 
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Chapter 01. III? Retopology 

Chapter 02. ft 3ds Max Tft 

Chapter 03. Atfc UV 

Chapter 04. mm ZBrush m% 

Chapter 05. *£H0!£II1 
Chapter 06. 

Part 09. AMRariftiti!l 3D 
Appendix . ZBrush 
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wmm sm $ ss»« 

a. rii-praa^, 

#««ii-rmiK(j£ira 
s. mi&zun&mni 

SftSffl. ■£ LU «ft ft rfii a * ft ifi «'S'- 1 . kill 1-* 

a ft a m ttI* ft 'ft, f- tte » ft a m m ft & #1 . 
St*. SftflttlHI-:. nWaff)«f1;,'11T<Jt1-*« 
jim> Mtigihim®. rtmm*&smMPib 

m % » a m ft is $mm m w n tt. &. a mm m 

ft- iliftffl. Et**ft75rit 
i5Jfti»«lMft*Sft. 

m # tt« m .« j t * m « » wj a?) wumftm. 

S. T MW MX ft SAM. iftAJstiHS -Ti» 
««ft«g (ttfflfcHS&aSftlifi) . 

1. HVWil^S: 1 * 

tt. lAf-mt'/mmet. 

2. Proxy «H'( 1: 1-2 X 

®ftft»ft»ij!tg. aaAiuftfewi'tt'? 
ttffi. ttilWI'&*ttft*£.* J Sffl 15 f. ifb'JiAfe 
ft«ftft®*6liiiiafteo*, IHiflUiEffjgLftA* 
*«. Kittff. 

3. Proxyfg$2: 2-3 A 

MmmTmz&Biimmvim&t®.. as 

Jilt Proxy ft!*?! 1 Sffifl k, >J ZBrush &.%, f|!iS5£ 
ai Jfc it IS ® it # lift . ft Hill ft Proxy & S! 2 W, IH 

awwjR^^fiwaa. *««««**£. 

ftftaiEftttiSSffiffl ZBrush 'j 3ds Max/Maya 

itawaift. 


4. ft tj ZBrush HHsA 1-2 »1 

ft SHkig IS ft £ a ® ® tt -*5 ZBrush M £ij tk 

ft. »kf^feisaa«^»iifijift. a £ * a nj 

iffiffiffl 3ds Max/Maya 1? ftftt ttftiit ft 

5. iMft**«Sa ; 3-4 A 

ft £ mmn»M isaw its. 

6. iBOJflISfR®: i A 

7. amfSSauVLayoul! 1-2 A 

Layout. 6ift£ nj ftftftt 

Wft-ff. fcMxftSiWftam < aggsin, 
ik»>w. ikf-i»JS i 5ii»«is!ifle.aftWir'ij» 
ft W #j u v 5 w. w W ft as uv ;..) w is* is 

SEW UV SSKKBBpar. (HAA J lii UV *t(EE 

uv a*. ®#-*®sftraa^fl<ittii'j^«*. 

. m ftwattMft uv fttfftitmict.. 

. K*f/*aA'|i#9 uv ft®. ASiSfre^. 
.ftwaasttw®®. ^*^ft«uv$iBi. 

—#ta$£ft«? 

uuB*<e*^n« ik*>A«. -«a 

ift a 6ooo~7(kx) ft £as b. a<aa % kkki ft 

fifftft-31 

Wftldl. — a® ft 5000-8000 ft ft ft, 

z&Bh (j*«asftft 
ftr * it. xiftSA-ffl ft jfi ftj m tt * ili'J fkWteia w 
k -k a m * 'i' & ft it hi w is k a w ift m. s# 

(1024X1024) - A SB (1024X1024) . di # 
ft I* (2048X2048) , A ffli (1024X1024) , 
Specular Map A 512X512. kfftft@JlftS# ft S 








^4 ki&v \ 



Liquid Development (http://www.liquiddevelopmenl.com/) 


Liquid & femRW&fii&Vini'rVfZg it 

Liquid {iZ&Z'X&XLZft, 

itisiHkft-is]««u. asi Liquid ^wiwas, 

Baft. (Normal Map) ftAMK*. «jR«f 

ft*fi^-*i»5!S»f1:««+Meg3®!)lk#aK#ffliR. 

* # « M tt *fti W, » 'X5feBS«SiJ Liquid SSlBSfcA 

fit Creative Director Stefan Henry Biskup A X. ffj it °J. Stefan Henry Biskup It: 
DOMINANCE WAR III flWft*®, £«>#!lk###W*i. 



http://www.gameartisans.Org/contesls/events/3/judges/index.php 


Stefan Henry Biskup 

flf*. tt Liquid ^BjrtaifikMj. gtt*Xffc$PhilShenkM4HB. 

«*«-«**. n*sftit«i>aw**tw«i*. 

fin m a ff i*fK« a- aiBik w. 




( Construction Guidelines ) 










mmmmM%®TWMtn m. *tx%n swis j». 

f- (Hands) 

Segment 



««&¥« 
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flWn7 W ffi ¥ tf? * ^ 4t 3 fc£ <X 
W — 't' Segment (Kj £8 #3, B|J 3R 

usa^T? 

•KS te Segment (ft Sfc 3 1} it . T- 
fataWl Segment JIW X't ffi ££ 
&&&&<£&&&, 
ffi«afflKiaa-4- Segment, 


saa^Jtw. 34 s* 
s-wa*# 

*a¥»¥*^issBfirfl<ia$«. Brwjia^»«iinaiB*$si, raw?«^tr* 

aAWMatfftg&ftM Segment. HWStf, 

^«NffS*rS&#$«!#. 




fl't ( The Elbow) 

itfi'J&B&WW 
MNttgftBt, iBlttiSffl "5Ct 
ft®” ISM, “ittAm” 


raw. afflwssMw^a 

»SS&fl#%it!lM*.$. BTWS 

ais»aai*fi*»«faEffiT 

it a® 

ft* am. 

w±a. -e:»iswwa«^* 

®tt&«-£. £»)»«*£ 
asmt. 

& t«j ji a i' ® e w ■& m je s » 
































M 1 j r?rt ( The Leg and Knee ) 

5»M r^P $$e£i 6~8 > f w Segment $J$c 0 

J$! mi ntf ^. J$? M IE ^ jll £ fitl Segment t 
Segment (ft 

» Mktf't'ffltf&l&jmjfcffl 

[fl. 



ttftiM&ftttfttf—m##*, 'hMum 

£nf5j#r?F. 
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» W iii &.. BJ y # M B ill ffi '& 4 # « sK n 
iiftr»ry MM#! ?iW!i‘ !fo. 


ft (Hips) 

XflfJESXEMX 

w ie m ifi m &e n.. t in m & w ft n tt x 

1SW««-«ffiaE(K)fi(!W«. if# Fin® - 

♦sea. wf 


IffiidififjttABliiKifiiW 

M&tite. © TM ft m Segment In]* 

SUM* 

fja wtiE. 



m Ilii W its .6 fc»i ti-j . «!$ XMI A 3 illi J@ a W . 

is'X 1 n&m & . «i y 



fiifciSiDI Stefan Henry Biskup Xfc'li&SfttfftSi W = 
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tstsmis 



&. ZBrush ‘I 1 - -f'J Hi Retopology Ij] ijt. 


rt 


# A£|J 3ds Max 4*. «»AA«S«. BJW 
iSWil?H (Normal Map) Is, Will Split A'it. fi'J 




»7A3k2.«-. 


infflflpS. 
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IS. rfa'/5*ijft Weld/ 

Collapse ft*. 

£U®£. 

ftfMllfi'. tM T Bevel gkfto 
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o?^v rfn Jfi ii & Jjft M ! j $ f 
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%lftttitf1K[5¥ft8ISft. 

Mffllfflls. ft&BMm, 
ft tH * W ifli jSi. 

Bevel SttJg, ffftitffg*, 


*“5 ' «- i'.roiutn- >>- ■ EUo - ■„ 




irTr' 


n *» — r > ml 


—» .' *»* ■> - 


- - • 4 


415 




w mr-m »ewM«(, m *m r-kta «. 

roe*a- F^aw^ta, jphw/P. 
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si»ifi-'j ft *s-w 


UV. ft ft!ttl 7 UV Relax ftj 

ttfwta 

«#»#!« -t. ft it a aw 


# jC W a fft uv M ft ^ ffl ft 
haEftjaftaftlWfflll-t, »# 
Si'ttSS. f'JII] UV gj$t3£ 

■t’W scale mi. 


XH, ft/Kf iOiiitflftlN] ta 
aS. ift It H |Mj it a UV ft! .'j u-t, 


itsw/flit. 

ft; ft ® « « m u v # a ± w 
ft! .'.ft ffl ft ft ft ifi f"L )i |ft, Jftfij 

mm&t. 



m ft & «i (■ me m m tt-t i. 
mwiftnm. twti 


tSJSMXMfWtitaiftfitfisE uv 


ft!/,'; 


O 




If) H-t S /j< iHj %■ ill Hi ftj (ft 
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i£?T Render To Texture. 

m. % m tx Mo * 


Projection Mapping I'K) Pick 


K # 4 IK £ ii ^ N to ^ M Z i i 


Projection jlj£ gfc $f, lit l*t § %tj 4l 
C age (fife) 

^ SL. ft Projection & c X <$ ffr 
Cage j£ 1% 4>. Reset gcffl, 


MfeCage ti m fti&Z W. B ^ 

fci£i£7&W&±, 

W«fr 

##«. flMMlHirttfiftfilt 

-ft, -$1JF Cage 

mji£, ia«Em^r0]wr0]Rio 





Fi: Photoshop IM J /F Diffuse 
Map, 
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it- 




*J J9 Stamp I. ii, {£ f't 

&±mM, mE&&wm 


VK Overlay o 
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SI JM jX. %] Overlay, 


m fefam m ay- ^ & m an tt u m 


'M* Overlay o 





^ & m m & & % 

Overlay. ftlgl^TTFo 





























































































\im 

ho 


26^k |»J £ ttl M $r h, 

Skylight L; Light Trace, $J 11] 
Render To Texture X H iS \f 
;fi'J fh iii Ambient Occlusion 
Map, in® 

#r>X» 




& ft ® Jg n xC 

Multiply, 
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28^ SR ft 815S. fefR 

& tdi - T. ft £ ffl 

Specula Map 




M. Render To Texture 4' * 
Wl'iLtkWi)&\ (Normal 


Map) , 




^ JEiu HU # & « Nr PH 

(Normal Map) . ^ #*J 


ffj Stamp T."T. 
















































































(Normal Map) . 

s * I® firtii$ffcf£ £ i bBtnm ® «i m ztkmmm ^ m m. 



Part 08. Jim>£M 



















Game Character Design Master 



anssttt. 

e»&jp»«s4’S-mm-#, a- 

FSWiiy (Normal Map) ft')® l.fe- ft'" 

«BKf,r ft&*. 

w. 

ww, taaw 
wi. laftmiaitwaa!#*. (bars* 

w.«@*a«s»i. 

*j#-i ms 
% ts m s p a ft * m fa is . ®i a m ta £ a 

jmmmwm. 

»#*«ftMa«Ba, w+fr*?® 
/ />WEP]ft»e.*>j;-:F, *„ 
^K*HBfifi#&M«*fc«. ©*2., 

ft an w. ft <n a 

swEMtfftaawffl*. 

ntsw, 

ft¥a® h^,4i 

* « iu . [*i lit © a # ft f- as ® maaftA 

(Normal Map) , ^AififiJTMft 

4fl IS 1 1 1 * ft t* if! ft ?!1I , ftfflftt 
«ft i fit sb a ft * m m « m m . ft p* >t- & 
flmsssiAfflif'f. l K7^affft8'fifts-wa 
*££$«'«•¥». Hilt, EiftM.W'F 

m «A is urn * a ft * *. 

w*K>»*±#feft»#„ satin 
a # m m ft e m w, <& ft % & e, a ^ ft 
tt * a * Mia*, an * ft sb a mi a u ti i 

*tA -*. 

mvmzfrm. !&%+#%%, lax. 
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Kwsaa/M'fti -t 




mn&m 


* /7c ft ttl & «! ffl F HR 0» t& >Kc fill 


ynsm. &‘Sn*:iM:t£XK 
•i «« w, it: mfi'Aimum y 

nMm . mm, - 

mvs&i&wmx/s 


ssttKaeaaii', 




03V 

■£ tf ] S tjHK £ ii » M M 
#rB&, S«HK£j&*M£i£ 

ttSififfiffJKIIfSSW/fi/SE. 

antr<tmtsig®ea«#M / 




« fig ® « k w « » a ft +H St! 



<#», t-«> • ms- 

(Hfi, Normal MapJ' ffiffl U Normal 

Map) , a*H^4t«tg'Hwaawwwa®«. 
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f'Jffl Unreal 




Unreal Engine A’iQt ittiM'JI % 

tkiP: £*eu w*. mm 

ffi Unreal Editor Jt ~*^ “ fff ME/rft” WlfclKG'J&I A. 3ds Max 

M*f < ***&: Jim> ^PViBi # A£J Unreal Editor '!', 3^!TJ Static Mesh 


Unreal Editor tli fr/li PC J&Afftl <Gears of War> i-dc <Unreal Tournament 3> Xic, 1 !' * K ifil 

VX <Gears of War> Unreal Editor, iiMj'%)&&. 

Unreal Editor U fi i J M ^ ! J, 0 l /ii ‘4< h $tM]%Lf9L <Gears of War>Editor fXj}J p 

i £fflf $ lYO fflf $,, ifl] <U nreal Tournament 3>Editor PJlJ nf VX ft] M t 1 ^ ff: H fflt » 


IX <Gears of War> Xjty \. ftftmmffimMfa, fc“ M 

ft- ifll t& 1 1 1 * flj£ $L R Xj : ” C:\Program FilesVMicrosoft Games\Gears of War\Binaries\ 
Startup.exe” editor. h “editor” , BPpTistf^#. 

Unreal Editor'K & 3ds Max ^ 

ft-P Mesh Normals H Mapping Coordinates OT&JifftM, 

ase h&. 



<Gears of War>Editor. 


'SM&ftfTlfii *v 3ds Max Oil til $t. # 





















































Unreal Editor Jn fCi , *5 M W t’lif P, 

Generic ® P Hi V If M ffi *Jc >[' Itt - W ® M • 


UE P % Generic, 


static Mesh m mm. 


fc$: Generic ® PFile>Import 4^ A Jim 




■03^««^AJS. VMJTi, JnHflpa*. 
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B»»J#APSD»itWteffl. tornffim. tti§ci£3l*s4>#A*hai>IA 
MW. j&ff S#AWWM 4'H lEffirJSfl:. £#A 




out. 


•v- « 

























































ftttAffiU'f. 


& '/■' CompressionSetlings 1 -] TC_Normalmap. 4il IVj 





a*a£;*jg. mmm*. 

W 5£ 9. Kffl& tt ^ if if) s in m . 


SUff^AM&SeWilS. 


BJ 
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Material, i& W. Jt £ # Jim_mat 
Material Editor U „ 



New Material ^ 

♦ iftj li i XX itr Ur W Mi tJ Jf Unreal 




£ Unreal Material Editor P&TIT7F F. i&SflJ Generic tf 

I I ‘I 1 . iti' Jim it] Diffuse Map. ifri fS SIHJlJ Unreal Material Editor 
. -P-itr Texture Sample, 


mm^<o 



,t«w km km ' kli P «tAI 




, . y . . 


• A 
A A 

• A 

• 

» 4 

* a 


“ 5:«J6 *_V; JJk ±1*1® x. _ 

BBBS3S 


u i’lS" 


* 


_ 

. I . . .;,.• • .. •..» 


■ 





































































1 ^tll n Jfftl&fc-FK h '1^ Wj l i 1^1 (Normal Map) ^ Specular Map 

lmfflftx7jk 0 mt Ctrln. 






ftJ* ho 


W Diffuse iMWJ Diffuse ±, 
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Specular Map >5?£®!llAKI (Normal Map) 

h, r*. 




fSSii’iWiwn^ ‘ 


w&s 

sitUufcij 

. i« 4 iK«ji ^ 

*»»*' * 

Jr .L » 

MfUiW ■ 

: t » 

UiM'HW.'.tV 


■■■'-•■ .P 


f r,li 


frwrusia m i"*V **<h. tgr- <nwr K «tst"jc*«ni 
►WM f*»«* pti» than*/ ?» u**a 

t***** Vll 



^Hitap. a^Yes, 


B]g gajp ami xR *>*h a -J *j 


U»* »•.*<•- -.it, W/.I imp >( vifAjii.onj 

*3"it li^*» g»'W Hiwtf - ;» 

twh## yn 




&&s 


ym u p 

^ X nt Swaa 

fW 

* —- —‘- 

■ 3 


iBMPjrArdwts* 

LMfWMutWir 


U*MHMp«* 

kMCnAw^nCato 

MM* 6 ubUv 

K 







































































ffi' ill] /ri iX j V‘ iff File>Save 
Editor impute, ttoffio 




{{■ ft ffi o VJ: M. Go W 






M ifr Jim N 


f'J ffl Static Mesh Editor £ flPJ IfJ % ¥•. M Ff. ft I 
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A Ji m_mrn< M NJ Ift & M M ®i. % 31 ill IS . jW 4! . 


Max 



S'Jltt^lh. Jim> 

ikftff j s»* t astgwate. 

J'K AnttWttAA'I'-. 
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